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Sunsoft pull out a biggy for 
Christmas, with the cutest bat 
l've ever seen on a console. 
True, it’s also the only one, but 
this imaginative platformer won 
out hardest heart over, none 
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Namco deliver the rarest of 
experiences - a strategy 
game with attitude and 
excitement. Superb action in 
this brilliant smash. 


The most famous Spot in console 
circles goes down a storm. Cool? 
Essential. 


The best animated character yet 
on the SNES? The most 
engaging gameplay ever? 
Capcom's Aladdin gets the 
full run down from Ryan Butt, 
who can't believe his eyes. 


It may not be the sophisticated of 
games, but it's as fast and furious as it 
gets, with even more sprites per square 
inch than its precursor, Super Smash 
TV. Dave Westley sends us a parting. 
review and goes out with a bang! 
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rrr! It's been getting very 

chilly in the SuPERPRO 

offices lately. Winter is 

finally beginning to set in 

here at Sunny Bourne- 

mouth, and boy are we 

starting to feel it. Still, the 

snowy months are some 

way off yet, even if a couple of 
software houses are already beginning 
to plug their ice-frosted releases. To 
ensure a full measure of wind chill for 
ice-bound play, both are 16Mbit carts, 
with US Gold seeking a gold medal for 
versatility with Lillehammer '94: Winter 
Olympics. This features no less than 
st 
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nother titanic legal battle 

appears to be brewing with 

the revelation that 

Codemasters have almost 

completed several Super 
NES games - without a Nintendo 
licence or any intention to get one. 
Apparently, the company has found a 
way to bypass the SNES's security 
chips which they claim is entirely 
legal. The company is understandibly 
reluctant to say when, or even if, the 
games will be released but have 
promised they'll appear first in the UK, 
"so Nintendo will have to fight us on 
home ground.” 

While the company made its name 
as a budget house, games such as 
Micro Machines for NES and Sega 
have won broad critical acclaim. 
When the company does start 
marketing its SNES games this 
should leave Nintendo in a bit of a 
pickle. Hopefully, it will encourage 
them to get their act together by 
allowing more third party developers 
and encouraging a fuller UK release 


schedule. 


JACK FROST 


BRETT HULL 
HOCKEY ж g- 
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ten sports sims, including the bob- 
sleigh, speed skating and downhill 
Skiing. Considering the fact there's 
barely one successful SNES sport sim 
on ice - the slushy 
NHLPA Hockey - then 
you can grasp just 
how ambitious US 
Gold are in att- 
empting to do ten! 
However, real athletes 
have app-arently been 
filmed for some natty 
roto-scoped sprites, 
while both opening 
and closing cerem- 
onies will top and tail 
potentially multi- 
player games. If the 
company lives up to 
its aims the cart 
should certainly prov- 


Vancouver 


options. 


WHEELY SILLY 


onoisseurs of novelty products will be glad to know 
Spectravideo have at last decided to do a SNES 
version of their notorious Freewheel peripheral. Out in 
December for £34.99, this gorgeous gizmo is a steering 
wheel without a steering column. So how does it work? 
Mercury switches, that’s how. As you move the wheel, the 
electricity-conducting mercury — g 


peripherals were previewed in SuPERPRO 9's CES feature. | 
They're being released here this December, priced £49.99 for | 
two controllers and a receiver unit. They're effective at a range n 
of up to 25 feet and offer all the usual slow-mo and autofire | 


ide plenty of value for money! 

And speaking of money, more 
openly professional sportsmanship 
appears in Accolade's latest sports 
sim. Brett Hull Hockey has been a year 
in development and it includes all the 
usual gameplay options (a la NHLPA 
'93), although we think that it has far 
more playability. The sprites move at 
impressive speed and Mode 7 has 
been utilised for better pitch scaling. A 
comprehensive league provides plenty 
of long-term challenge, while 
presentation is thorough with digitised 
footage of real players on the intro and 
in-game commentary by Al Michaels. 
This provides a stunningly comp- 
rehensive accompaniment to every 
passing shot, goal attempt and so on 
(but can still be turned offl). Many such 
Slick touches were on the verge of 
being chopped due to high cart prices, 


but fortunately the recent pricing 
changes by Nintendo mean Accolade 
have dropped plans for an 8Mbit 
game. The full 16Mbit game will now 
be released, all ready to provide stiff 
competition for Nintendo's own, Mode 
7 ice hockey sim: NHL Stanley Cup. 

€ Winter Olympics is due for 
release in December. Brett Hull 
Hockey is due in February. 
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relevant contacts. А р 2. MARIO ALL STARS NINTENDO £49.99 
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асшайу e | a super mario KART | NINTENDO — £399 | 
Amiga, albeit | 5. STARWING NINTENDO £49.99 | 
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пай a specia 1 7 STREETFIGHTER IL TURBO CAPCOM | 15898 | 
control option | 8, SUPER STAR WARS ЛС £49.99 | 
programmed 1 8 BATMAN RETURNS KONAMI 4999 | 
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How well the Ú 11. MARIO IS MISSING MINDSCAPE £49.99 | 
system will cope 1 12, DESERT STRIKE ELECTRONIC ARTS £44.99 | 
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17. SIM CITY NINTENDO £59.99 | 

18. SUPER MARIO PAINT NINTENDO 59.99 

| 19. MAGICAL QUEST CAPCOM £64.99 

з 20. PUGSLEY'S SCAVENGER HUNT OCEAN — £44.98 


hy bother with boring old 
turkey when you could 
have a nice scrumptious 
duck? That's what Mar- 
ubeni are saying, readying 
the plump Daffy Duck In Marvin 
Missions for an early December 
release. This 8Mbit cart features yet 
another Warner Bros toon hero being 


x14 -SSSORE CASH 
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turned into а 

platform game, 

with no less than 

five level-packed 

worlds to defeat. 

The plot line has 

Marvin the Mart- 

ian kidnapping 

five ambassadors 

and holding them 

hostage in five 

different worlds. 

Sounds fine to us, 

but Daffy is in 

need of some ex- 

citment and sets 

out on a rescue mission... 
On first impressions, the game 

seems like the perfect mix, Sunsoft's 

brilliant toon-style graphics (as seen in 

Roadrunner) and masses of platform 


sSoi00 ха? 


from the Mindscape man (looking as furtive as 


Wi: all in seventh heaven after the visit we had 


ever). No, not because we got to play the 
latest release from that illustrious company, the 
famed Alfred Chicken, but because he 
brought us hundreds of transparencies of 
some fool in a chicken suit frolicking about 
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be 


ЛТ) 


levels, with the added promise of huge 
mega-guardians. Daffy is a bit difficult 
to control, but it’s possible that 
Marubeni will iron out any playability 
errors for the final version. Anyway, 
look out for the full review in our next 
issue. 


genera- 


continue to 


with page three starlet Donna Ewin (who 

doesn't look a day under forty). Pointless? 

Exploitative? Crass? Possibly, but never 

mind the game, the PR works wonders for 

my wandering mind. Alfred Chicken is your 
conventional, scrolly, jumpy Marioesque 
platformer, with 21 levels and squillions of eggs, 

and it looks completely decent. It'll be out in the 
shops in January, at a measly £44.99, and we'll have a 
full review ever so soon. §p 


basketball 
development, 
news soon! 


p ee 


Kelly Sumner is one of the biggest names in the UK 
games industry, joining Commodore in 1979 and 
swiftly rising to the position of sales manager then 
president. Helping preside over the Amiga's long 
domination of the UK market, Sumner's defection to 
Gametek was a major blow to Commodore. Relatively 
unknown over here, Gametek has big financial 


resources and plenty of ambition. Stuart Wynne spoke 
to Sumner about future plans. 


ha ne? 

“It's very confused, there's all these 
new formats. No-one knows what's 
going to happen. If you did, you could 
just sit back and become a 
millionaire.” 


“The Amiga technology is fantastic. It 
was startling five years ago and is still 
pretty good now. It's probably still the 
most competitive graphics chipset for 
workstation stuff. It’s just a shame we 
stopped developing the Amiga. 
Suddenly we decided to do the next 
generation and there were just a lot of 
people sitting around the table 
discussing what they wanted. I’m sure 
we'll have a RISC based Amiga late 
next year and it'll be 50 times faster 
than CD32. The Motorola 68000 
doesn't show tremendous improve- 
ments and RISC chips 
are cheaper! With the 
sheer demands on 
processor speed, for 
Full Motion Video 
effects and so on, you 
need the power to do 
it. Most haven't got it 
unless you put in a 
£200 MPEG add-on, 
which is silly, you 
should be able to do it 
in software with stand- 
ard hardware" 
r you 


"8 a good product, 
aggressively priced, 
with tremendous soft- 


ware support. When 25 moo 


you think there’s 140 

titles coming out this Ё EN 
side of Xmas, it's incredible. The 
carts, are a little overpriced but 
speaking from a hardware back- 
ground, | have to ask why shouldn't 
they take the lion's share [of the 
profits]? They took all the initial risk. 
As software publishers, we're riding 
on their success.” 


"Oh yes. Sega are fighting back now, 


but basically 
domination from a product which 
didn't set the world alight. The NES 
wasn't that advanced technically. But 
they put a lot of marketing behind it, 
they had total belief in it, and they did 


they had world 


"| think it’s good. As 
long as people don't 
keep bringing out 
more of the same. If 
they look to appeal to 
new audiences and 
there's aggressive 
pricing, it'll Keep 
growing.” 

noot- 


"Yes. It's a cult Apple 
Mac game and all the 
journalists are really 
keen on it. I've seen 
P d our version working 
E ШЫ with very, very fast 
sprites. It hasn't got all the options of 
the Mac version, but | still think people 
who've played the original version will 
enjoy it. People who haven't seen the 
original will be absolutely ecstatic! It's 
been developed by Synergistics, 
American developers, and they've 
a very good job.” 


al 


ges; 


“Yes, but using the chip raises prices 
so dramatically. You have to consider 
when a cart is costing three-quarters 
of the cost of the hardware, people 
become a bit reluctant to pay for it! 
We've found a way to do it with sprites 
and the game should be out in 
March.” 


Y al ring E! 
"Yes, we're negotiating over that. I'm 
very keen on it but while Elite was 
huge in Europe, it hasn't much profile 
in America and Gametek is a 
worldwide operation" 


"Yes, before | moved to Gametek | 
was speaking to Andrew Hewson and 
he said they hadn't signed away the 
cart rights. So one of the first things | 
did when | joined Gametek was 
getting someone to sign that up. 
Pinball machines have been around 
forever and this is the best computer 
game version. Spidersoft are doing 
the conversion and | think it's going to 
be a great SNES version" 

T o Nick Faldo Golf. 
"That's being done by Images. You've 
got this great golfer, his name on the 
package, and of course the Amiga 
game was great. | can promise you, 
next year Gametek will have its full 
quota of ten SNES products but it's 
not right to discuss them all now. After 
all Faldo's not due to out until July" 


"Tremendous year this year, obviously, 
and very good next year. I'm sure the 
SNES could be going for at least 
another four or five years. The C64 
lasted for twelve years with good 
pricing and marketing. At Commodore 
we used to say it took three years to 
get down to the bare bones of what a 
machine could do. With the SNES 
we're just now getting down to that 
and maybe there's still quite a bit 
more to see yet.” 

Y 5 vou \ 


If you think of the size of the 
company and the stature, you'd be a 
fool not to sit up and listen. There's a 
few unanswered questions, like 
whether it's cart of CD-based, but 
you'd still be stupid not to get excited 


by it” > 


Like so many SNES publishers, a 
relatively unknown name turns out 
to have big backers. In this case 
Gabco, a 17-year-old sell-through 
video distributor which was once the 


second biggest operation in 
America. Gametek itself was set up 
in 1987 to produce Nintendo games 
and became one of the first 
American licencees. To begin with it 
specialised in gameshow licences 
such as Jeopardy and Wheel of 
Fortune. However, in 1991 Bruce 
Lowery came aboard - a founding 
member of Nintendo of America and 
ex-president of Sega of America. 
Subsequently, the company has 
begun rapidly expanding in both the 
types of games it produces and the 
countries it goes into. A UK 
operation was set up in May 1993, 
with German and French offices to 
follow. 
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HE POWER OF TWO! 


uestion; how do you master the vital skills and techniques required 
to beat the most challenging games around without of course 
referring to Ryan's unbeatable tips section... easy, simply sneak a 
look at Power Play. This is a whizzy new video designed with the 
Sole purpose of improving your console skills and giving you an 
insight in how to bust open the taxing games you'd long since given up on! 
Power Play is presented by the UK and European Games Playing Champion 
Danny "The Joystick Warrior" Curley, and your friend, my friend, the great 
Dominik Diamond! Despite having a dubious pink cover, the video is well put 
together so as to appeal to all corners of the computer games spectrum, and 
includes over forty 
minutes of humorous 
chit-chat, strategic skills, 
joypad control, screen 
positioning and weapon 
techniques. There's no 
denying that some of the 
areas covered are a little 
obvious to say the least, 
but at £10.99 it's good 
value and we've already 
bought James a copy! 
Power Play will be 
hitting the shelves on 
25th October, but 
SupeRPRro in association 
with Lifetime Vision Ltd 
have got free copies up 
for grabs to the first Nm lucky readers out of the sack who can correctly 
answer the following question: 
What was the name of the excellent games program that Dominik Diamond 
used to present? 
A) THE TUBE. 
B) GAMESMASTER. 
C) CYBER ZONE. 
Jot your answers down on a postcard and send them to the usual address, 
entries must arrive no later than 30th December. 


DANNY 
CURLEY 
nominis 
ШШ 


fter losing last years 16- 
bit war with Sega, 


Nintendo took over their 
own distribution (from 
А Bandai), bought in a new 
PR company and brought in lots of 
third-party games. Now the winter 
season has finally arrived, the old 
Mario Kart and Starwing ads have 


finally been dropped for a new and 
more hip campaign. The ads are 
undoubtedly aimed at poaching an 
more older and sophisticated 
audience by portraying Rik Mayall in a 
very slick and laid-back role similar to 


32-BIT 


ony have at long last confirmed 
6: will be launching а 

console. A new company has 
been set up, Sony Computer 
Entertainment, and it aims to have the 
CD-based machine in Japanese 
shops by winter 1994, European 
shops by early 1995. Sony has in the 
past closely collaborated with both 
Philips and Nintendo, but the new 


| 

Lin E 

that seen in The New Statesman, as 
opposed to his wacky adolescent 
image in The Young Ones! 

The Big N is also hitching a ride on 
Dis Aladdin hype-fest. The movie 
is Disney’s most successful to date, 
raking in over $200 million, and is due 
for a December 3rd release here. To 
cash in on its success the SNES 
game has been brought forward from 
the New Year and will even be 
bundled with a new £129.99 hardware 
pack, replacing the old Starwing pack 


SONY! 


machine will be independent of both. 
According to Sony the machine will 
have 24-bit true colour and a 32-bit 
CPU. The selling point is “sheer 
horsepower” with a Sony designed 
custom chipset providing power far in 
excess of any existing system, and 
[they claim] comparable with anything 
so far announced - including 
Nintendo's 64-bit Project Reality. 1/2 


BIG = $510,000 


Prize Conipetiion 


ALL OFFICIAL UK VERSIONS 


Yes! This Brand New Rover Metro Quest 
could be yours in Special Reserve's 
BIG £10,000 TARGET PRIZE COMPETITION 
Entry is completely FREE all you have to do 
is be a member to enter! Call HOW же VW Tett 


Special Reserve are | 
offering 5 lucky 
readers the chance. 
to win a Sylvester Soccer Cuddly Toy. | Ж 
He's 33cm tall and comes complete in 
Soccer Strip and with a football. To win 
one, all you have to do is answer the 
simple question below and send your 
answer on a POSTCARD with your name and address to: 
Special Reserve Super Pro Comp 3, PO Box 847, Harlow, CM21 9PH, 
WHATS THE NAME OF THE BIRD WHO IS SYLVESTER S SIDEKICK 


Special Reserve is the leading mail order 
computer and video games company in 
Europe, and have amassed a membership of 
over 170,000 satisfied customers. Their claim 
of providing the best prices, best service and 
the largest selection of goods direct to the door, 
cannot be disputed. Members of Special 
Reserve receive regular issues of МЕС” 
magazine. This 48 page club magazine is sent 
bi-monthly only to members. 'NRG' contains 


the best selection, peripherals and hardware for 


all popular computer formats; reviews, charts, 
a release schedule, special offers, and at least 
£30 worth of money off coupons 
in every issue! 
Special Reserve also boast to be official 
stockists for Sega, Nintendo and Sony. 


SUPER NES & GAMEBOY DEALS 
SUPER NES « STREETFIGHTER TURBO 
+1 JOYPAD Жо... лр. 12299 


SUPER NES + STARWING + 1JOYPAD — ...112.99 


SUPER NES « MARIO ALL STARS 
ҰОШОУРА)  ,.,,25....2...5...........1099 


GAMEBOY + STEREO HEADPHONES 
* BATTERIES « TWO PLAYER LEAD « TETRIS 
+ FREE KONIX HOLSTER . 49.99 


TOP SUPER NES GAMES 
STREETFIGHTER TURBO 
DRACULA.......... 
SUPER BOMBERMAN 
MARIO ALL STARS. 
MORTAL KOMBAT . 
STRIKER . 
SUPER MAI 
STARWING ... 
DESERT STRIKE 
BATMAN RETURNS 
ZELDA 3 - LINK TO THE PAST 


FOR DETAILS ON HOW TO ORDER, SEE OUR FULL PAGE 
ADVERT ELSEWHERE IN THIS EXCELLENT MAGAZINE! 


.. .. 


0279 600204 


CALL THIS NUMBER NOW FOR A FREE 12 PAGE COLOUR CATALOGUE AND DETAILS ON HOW TO JOIN! 


Whoever wins the war, writes the history... and the 
videogame. EA's Desert Strike rode the Desert Storm to 
top the charts, and while their SNES sequel is MIA, 
System 3 have stepped in with Desert Fighter. It’s the 
same perspective, it's the same war, but this time 
round, the aircraft are jets and gameplay 


custom-built for the SNES. 


Stuart “Redeye” Wynne hits the combat zone. 


eople complaining — rightly 
— about how long it takes for 
Japanese games.to get 
converted to PAL will be 
pleased with System 3. 
Long before Seta's Desert 
Fighter game was finished, 
or even properly titled, 
company chairman 
Mark Cale was 
jetting over to 
Japan to sign it 
up. And as the 
Japanese progr- 
ammers feverishly 
worked to complete 
it, EPROMs were being 
couriered to System 3 for 


their comments, and English text 
cour-iered back for the PAL version. 
Mark Cale has been in video 
games from the start, developing titles 
for the first Atari consoles, right 
through to the C64, Amiga, NES and 
now, of course, SNES. The company's 


stylish logo was possibly the most 
respected in the entire C64 market, so 
you could say Cale knows his games. 
Desert Fighter is an obvious hit, but 
even he's been taken aback by the 
interest generated over here. 
Showings at the CES gave 
the game a high profile 
with British journos, 
ensuring a frantic 
scrambling for 
a look at the 
EPROMS. 
Naturally eno- 
ugh, SuPERPRO was 
quick to lay its hands 
on the game and we're 
certainly impressed. Alth- 
ough obviously inspired by Desert 
Strike, this is no cheap clone. In fact, 
the game seems certain to surpass 
EA's in numerous departments... > 


The stylish control panel buzzes with life. A small window provides tiny, 
FMV^style animation of BNN news reports. It also allows you to examine in 
detail satellite maps of enemy defences and compare numerous stats. 
Budgets are tightly monitored, each missile and plane being costed. If you 
constantly use the highly expensive F-15 with its costly guided missiles, the 


whole operation might 


cancelled! Another factor is politics. If your bombs 


stray, laying waste to civilian housing, then the political climate will turn 
against you - again endangering the operation. This makes the battery 
back-up save option essential with nine war zones to operate in, including 


night missions. 


SUPER prec 


The McDonnell Douglas F-15 Eagle is 
the only aircraft with air-to-air capa- 
bility. On the more difficult missions 
it’s best to send out the interceptor ver- 
sion first, establishing air superiori 
by taking out the MiGs. The best all- 
rounder is the ground-attack F-15. 
This carries guided air-to-ground mis- 
siles, but retains air-to-air capability 
with its M61 cannon. It also has an 
afterburner option which is useful for 
missions with a tight time limit, 
enabling it to outrun enemy aircraft. 


The Gruman A-10 Thunderbolt Il has no air-to-air capability, its powerful 
Avenger cannon is ai downwards so it can chew apart soft ground tar- 
gets such as jeeps and tents. It can also use unguided bombs which are hard- 
er to use, but cheaper. Above, the green A-10 is being harassed by a MiG- 
23 as it uses laser-guided Mavericks against an enemy airfield. 
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Тһе amount of detail 
is quite astonishing, 
tiny targeting cur- 
sors flick up on tar- 
gets, the missiles fall 
away on a realistic 
arc before a dramat- 
ic explosion leaves a 
satistyingly charred 
wreck. Despite the 
fact there’s no DSP 
chip, the game 
moves quickly 
enough, and there's 
some excellent sam- 
pled effects, includ- 
ing crackly radio 
talk! 
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On 22 October, Virgin Interactive Entertainment took 
25 European journalists to Las Vegas, USA for five 
days of shows, spectacular tours and lots of gambling. 
Why Las Vegas? Well, in 1991 Virgin bought 
Westwood Associates, a development company who 
just happen to be based in the gambling centre of the 
world. Their first SNES title, Young Merlin is due to 
debut in January and while the rest of the journos 
were crying into their champagne after losing yet 
another dollar, Sam "workaholic" Hickman was 
slaving away to bring you this report. 


fter being wined, dined 

and dazzled by Virgin 

for five glorious days, it 

was certainly a shock 

to be back in the cold, 

A wintry climes of the UK 

again. After being back in the UK for 

less than eight hours, Stuart was 

already complaining that the Young 

Merlin article should have been 

finished two days ago. Ah, the life of a 
journalist eh, all work and no play... 

Westwood themselves аге 

definitely a play hard, work hard 

company. It started out, in 1985, in a 

sweltering hot garage where they 

slaved over conversions of games no- 

one thought could possibly be 

converted. Westwood proved them 

wrong enough times to afford custom- 

built offices, a staff of over sixty 

people and, nowadays, a proud 


determination never to convert 
anything unless they think the new 
version will better the previous one! 

On the PC, Mega Drive and a host 
of other machines the Westwood 
name is already well known. In fact, 
one of their biggest PC hits – the 
AD&D game Eye of The Beholder — is 
currently being converted to SNES by 
mighty Capcom! Originally 
Westwood's own first SNES game 
was going to be a PC conversion, but 
after six months intensive 
development it wasn't working. 
Games designer and company vice- 
president Louis Castle went back to 
scratch, determined to make a game 
which would be more appropriate to 
the SNES. 

Zelda 11! was one obvious influence 
on the new game — Castle had played 
the original Japanese version to the 


final boss. He also 
liked the graphic- 
style of Toejam and 
Earl, while other 
inspiration came 
from movies such as 
Indiana Jones (the 
mine cart level), the 
book Alice in 
Wonderland (all 
round originality) 
and of course 
Arthurian legend. 


MAGIC KINGDOM 
Despite being a huge fan of King 
Arthur mythology, Castle didn't 
originally envisage his first SNES 
game as starring Merlin. The original 
name was Elvin Hollow, under which 
title the game was all but finished 
before the team decided on the 
change. Castle then went through the 
game increasing the water imagery — 
according to the myth, Merlin was 
ultimately entrapped in a oak hollow 
by a water nymph! 

The game now opens with Merlin 
awoken by the cries of an apparently 
drowning maiden. Without a moments 
thought, he dives in after her, only to 
be swept away by the current. To 
rescue the maiden and restore good 
to the kingdom, he will have to 
develop his wizardry skills to a high 
level. 

Although Young Merlin is clearly an 
adventure, Castle was keen to make it 
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Locum Young Merlin 


team, starting on 
«5 the left with Joseph 
Á & В. Hewitt IV 
7 (designer and 
artist); Louis Castle 
(producer and 
designer); Milo 
Ballan (progra- 
mmer); E.M. Louise 
Sandoval (artist); 
and Barry Green 


[обе апа 


lesigner). 


one anyone could enjoy. “In many 
RPGs you end up wandering around 
for hours just killing things to get 
money or experience. We wanted to 
steer clear of that approach and offer 
the player a fun adventure which 
includes many different types of 
gameplay. In Young Merlin, you'll find 
the gameplay constantly changes 
between puzzles, arcade action and 
combat scenes. This helps hold the 
player's attention and gives a more 
rounded feel to the adventure.” 
Another element of traditional 
RPGs Castle wanted to avoid was the 
use of text. “All too often, RPGs have 
far too much text. as well as boring 
the player, it also makes releasing it in 
foreign countries very time 
consuming. In Young Merlin there’s no 
text at all, all the clues are given 
through pictures. Seeing images in a 
game is much more exciting than 
reading text, especially when you 


consider the nature of games. The 
only word we had to use was 
“meanwhile” — which couldn't be 
represented pictorially.” 


MEETING MILO 
Although Castle started out as a 
programmer, on Young Merlin he had 
little involvement with coding. 
Westwood’s 14,000 square foot 


by the SNES; “I was very prepared to 
be disappointed with the SNES,” 
Green admits, “the CPU is basically 
the same as with the Apple IIGS. 
There a 2.68Mhz clockspeed is just 
pitiful, unacceptable. But it’s fine on 
the SNES, it does the job just fine. 
The SNES chip uses pipelining to 
accomplish more with every cycle. It's 
more like a RISC processor than a 


Young Merlin's game engine, the core code driving 
the game, took a long time to develop. The current 
engine is the third and allows 2,000 characters 
(graphic blocks) per world as compared to the 
standard 1,000. This makes for a substantially more 


offices are split into 
dedicated design, 
audio, programming 
and playtesting 
departments. When 
Castle had a firm idea 
of what he wanted the 
game to look like, he 
called on the 
programming depar- 
tment to make it 
happen. Milo Ballan 
and Barry Green are 
heavy duty technical 
guys апа were 
pleasantly surprised 


Pearl Jam enthusiast Frank 

Klepacki created the superb 

music for Young Merlin. 
ы. d 


conventional chip.” 
Both programmers 
claimed to be very 
happy concentrating 
on the code, leaving 
design chores to 
Castle and Joseph 
Hewitt. Of course, 
there were some 
disagreements. "A big 
conflict was over 
reusing stuff. We 
thought we could 
provide more hours of 
gameplay by reusing 
stuff we'd already 


Originally called Elvin Hollow, the main 
character went through many name changes 
- including Matt, Carl and Axel! — before 
Merlin was settled on. 


OFFICIAL 


done, but Louis was against that. 
Another problem was over the level of 
difficulty. We thought one of Louis’s 
puzzles was just brutal, really 
frustrating, there was no way anyone 
could do it. Then we brought some 
kids in and they'd blow it in minutes, 
something which would take us, the 
people who programmed it, four hours 
to do! That taught us a little humility 
about the audience we're aiming at.” 

Castle himself insists, "I'd rather 
give people four hours of absolute joy 
rather than six weeks of mundane 
entertainment..." But with over 
25Mbytes of source code, Castle’s 
refusal to reuse old graphics still 
leaves a formidable challenge. 


4MEG JAM 


From the start Castle had been 
extremely ambitious and a big, 16Mbit 
cart was always intended. No less 
than 4Mbits was set aside for sound, 
enough memory for an entire game 
such as Super Turrican! Musician 
Frank Klepacki may be a 
Soundgarden fan, but for Young 
Merlin he’s created a wonderful 
orchestral soundtrack. Several 
channels are used for a single 
instrument, just to get the right fades. 
Also, a custom development system 


The company's technical know-how 
also shines through in the save 
system. "We've used battery back-up 
before but it's always a problem, with 
games such as Young Merlin you 
expect a long shelf life. We couldn't 
take the risk of releasing a game 
when the batteries could run out in 
two years.” As it is at each level's end 
you get a password, after which 
there's a short animated sequence 
introducing the next level. 

Now the game's complete, 
Westwood have few doubts about its 
quality. They employ dedicated games 
testers, a popular T-shirt being 
“Playtesters never die — They just 
restart" This Japanese-style 
thoroughness shines through in the 
finished game which sailed through 
Nintendo of America’s testing in a 
near-record ten days, incidentally 
scoring the highest approval rating of 
any game in NOA's history! And after 
playing the finished game for more 
than a few late nights, back in chilly 
England, | have to say it's a lot more 
fun than putting your last few dollars 
on black and watching some dumb, 
stupid little silver ball fall on red... 


B» 


owe Merlin 2 is already on the drawing boards — 
literally - with design sketches of a slightly more mature 
Merlin almost finished! 


was used to get around the Sony 
sound chip's memory limitations — 
usually a SNES game will only have 
one, fairly short soundtrack per level 
because it's difficult to get new code 
into the chip while a game's running. 
Young Merlin sneakily dripfeeds code 
into the chip, making for much more 
Sonic variety. 


cean's involvement with 
Jurassic Park began before 
the book was even finished 
= thanks to software 
development manager Gary 
Bracey. Speaking with a 


қа? 
son, Mark Rogérsy 
n Dunn and Steve Kerr r 
(AlSoMnot Sewn Манап Beard and Ald 


INSIDE 


The most expensive license in videogame history, the 


rs, Chris T 
sequently the JP profile kept growing. 
People read the bestselling book, then 
Spielberg signed on for the film." 
Bracey had negotiated big licenses 


before, but they were mainly for home 
computer rights — small potatoes set 


ashley.) 


distinct Mancunian 
accent, Bracey's blun- 
tness is legen-dary — 
he adds a direct “1 
sh*t myself" to the - 


usual selection of мды 


bland PR quotes for 
the movie's brilliance! 
Bracey has been in 
the video game in- 
dustry from the start 


and as Ocean cele- m 


brates Из tenth 
anniversary, he can 
claim a fair share of т 
the credit for seeing it 
through, pioneering 
license deals with 
chart-toppers such as 
RoboCop, Total Re- 


MICHAEL CRICHTON 


HIS ELECTRIFYING BESTSELLER 


against the lucrative 
console market. He 
was after arguably the 
decade's biggest 
license for all formats 
(except Sega), includ- 
ing consoles. The 
biggest players in the 
be international video 
game market were all 
trying to sign it up. 
“Negotiation was 
murder,” Bracey ad- 
mits. “But we won it 
because of three 
things. Firstly, we had 
a good relationship 
with MCA. Secondly, 
the bid itself — well in 
excess of seven 


calland Batman. 

So, it's no surprise to discover that 
Bracey was the first to begin pursuing 
the JP licence. Even in the initial 
research stages, the project seemed 
huge. Writer Michael Crichton has 
been close to Hollywood since the 
filming of his excellent debut novel, 
Andromeda Strain. In fact, Spielberg 
himself encouraged Crichton to direct 
films, with Westworld, Looker, The 
Terminal Man and The Great Train 
Robbery all achieving reasonable 
success. However, recently Crichton 
has. concentrated on writing 
bestsellers, his undersea alien 
encounter Sphere allegedly inspiring 
The Abyss. Crichton actually began 
writing the JP script in 1983, but it was 
abandoned before the Park concept 
inspired him to turn it into a novel. As 


' the story developed, Crichton began 


to joke about JP being the most 
expensive movie ever. Spielberg took 


' him seriously though (eventually 


paying $2 million for the rights), and 
ihe news made the Hollywood trade 
papers Bracey routinely reads. 

"We approached MCA Universal in 
1991," Bracey recalls, “but sub- 


бы 


figures! Thirdly, MCA 
felt we could do a good job. They were 
really interested in doing a ground- 
breaking game to compare with the 
film itself” 

It was a bid Bracey had to sell to 


S T 


O R Y 


first European-produced 16Mbit cart and a pioneer of 
SNES 3D, Jurassic Park is by far Ocean's most 
ambitious Nintendo project to date. Last month its 
launch won near-universal acclaim as one of the best 
movie-to-game conversions yet. But just three months 
before its release, the whole project was on the verge 
of disaster. Stuart Wynne brings you the inside story. 


David Ward, his boss, as much as 
MCA. "You can't really call Jurassic 
Park expensive. You might get the 
rights to Hain Man for £10, but you're 
not going to get anything out of it. Ву 
that measure you can say almost 
anything paid for Jurassic Park is 
reasonable. It's all relative. JP has a q- 
rating approaching 100%. Everyone 
knows what it is.” 

Eventually, Bracey had his way and 
was soon wandering about the 
Universal studios backlot, enjoying a 
few chats with Mr Spielberg himself. 
But having won the monster-sized 
license, Ocean now had to develop a 
game to do justice to one of the most 
Spectacular films ever... 


OCEAN HOLLYWOOD 


Ocean have long had an office in 
California, simply to handle the 
promotion of its imported product. But 
by 1992 the cost of constantly flying 
programmers over to walk around 
Hollywood sets was proving to be a 
headache, Their San Jose office was 
perfectly sited between the movie 
studios and the special effects houses 
of Silicon Valley, so it made sense to 
set up a development team there. 
Veteran developers Painting By 


Chris Kerry has been programming since 
1983. For a time he worked at Gremlin 
Graphics, working on classic games like 
Way Of The Tiger, Bounder, Monty Is 


Paul Robinson is responsible for 
Innocent, Trailblazer. For JP he did 


Jurassic Park's pioneering 3D 
perspective. 
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tiring 


Numbers worked on both RoboCop 2 
and Hook for NES and Game Boy, and 
enjoyed many of those expensive 
Hollywood trips. Осеап »soon 
approached them to form the nucleus 
of the American team. Unfortunately, 
their first SNES game, Cool World, 
was a painful learning experience. 


"That was a very strange game,” 


admits lead programmer Chris Kerry. 
"It wasn't perhaps the best of 
products, we had many problems and 
a lot of headaches. The film studio 
gave us a lot of hassle and the film 
wasn't really that good. We tried to. do 
something different, a real cartoon 
look, but deadlines were very tight” 
Time was also an intervening factor. 
with JP and on top of that, Bracey 
had in mind Ocean's most innovative 
SNES release to date. "A lot of 
preparation went into portrayal of the 
dinosaurs," Bracey recalls. "We 
thought about a side-on perspective, 
but that would be just another 
platformer. So we went for an 
overhead view to better portray these 
huge dinosaurs. Another one of the 
guys [Paul Robinson] had already 
been working on a 3D routine that 
could be used. It was rather effective 
and we knew it was definitely do-able” 


Jonathan Dunn has produced many 
Ocean soundtracks and JP's Dolby 
music is perhaps his best. 


Time was already tight though. "By 
the time the licence was signed, most 
of the sets had been taken down;" 
Chris Kerry notes. "However, we 


. visited Winston Studios — the place 


Е 


2 endo” 


меге the animatronic dinosaurs were 


| made, and we saw a lot of footage 


there too. ILM weren't very friendly 
though, as Jurassic Park was on the 
cutting edge of computer prog- 
ramming. They were very wary of 
letting other computer people see 
their techniques!” 


WOLF IN THE FOLD 


JP's programming began in December 
of 1992 with a core team of two 
programmers and two graphic artists, 
plus a programmer, artist and 
musician on call to help out. 
Compared to Japanese teams, this 
was fairly small, especially 
considering that the 3D perspective 
had never been seen on SNES. "It 
was based a little on the PC's 
Wolfenstein Chris admits. "We 
thought it had a really good view 
which would look very ot 
impressive on the Nint- ,” 


Getting the view 2 
right took longer than % 
expected — nine mon- 
ths in all, accor- ., 
ding to Kerry. $ 
Halfway through $ 
that develop- $ 
ment time, hype 
was. building N 
over, Star Fox and its ^ 
wondrous Super FX chip - 
custom-built to provide 3D graphics. 
For a time the team wondered if all 
their work might suddenly seem 
obsolete. 

"Fortunately, in the event Star Fox 
was completely different, the polygon 
graphics were very clean. It would be 
nice to use the Super FX, but it adds 
to the price of the cart. You can't just 
jump in there and use it, not when the 
normal SNES could do something 
similar. Anyway, | like the detail we get 
with our system" 

JP's development certainly had 
Kerry inside the SNES's hardware. 
"There are all those Modes, and within 
the Modes there's different things you 
can do, lots of options which haven't 
been utilised yet. We're still trying to 
find what the various features could 
be used for. The product on the 
market still isn't pushing it^ 

One way in which JP stretches the 
limits, is with its gorgeous Dolby 


surround sound. In addition to 
Jonathan Dunn's excellent original 
music, there's plenty of great FX — 
“The movie studio were great, they 
put everything they had on a DAT tape 
and sent it over to us.” 


CHICAGO 
SHENANIGANS 


Although getting the game out close 
to the movie's release was critical, 
there were other deadlines to worry 
about. America’s Consumer Elect- 
ronics Show (CES) is the world’s 
biggest showcase for videogames and 
Ocean were determined to show off 
their flagship product. Unfortunately, 
the unfinished product impressed no 
one. Magazines like SuPERPRO 
reported the game looked dire, 
competitor publishers rejoiced and 
there were serious repercussions 
within Ocean. 

Gary Bracey describes showing JP 
at the CES as his biggest mistake. 

"We were caught between the 

2 devil and the deep blue sea. 
We had a large demo 
area so we knocked 
together something we 
could show. It was very 
far from being 
, finished product. 
I've said this 
3 before, and I'll 
% say it now; what 
„х we showed at 
d the CES was 
5" crap. Ocean's MD and chair- 
man weren't happy either. They 
thought we had a real disaster on our 
hands. But the finished game is 
substantially different, even since 
three months ago. Shows what can be 
changed.” 

However, those changes were not 
easy. “The last three months were 
absolutely horrific," Kerry says. "We 
were working-seven days a week, at 
least fourteen hours a day, and more 
towards the end. | was working round 
the clock, 1 had one 36 hour stint, then 
T collapsed. Paul Robinson did a three 
day, non-stop. programming spree - | 
don't know how he did it." 

The backlash at the CES forced 
deep changes. "Everyone at the show 
expected to see the finished game 
and there was a poor reaction to the 
graphics, especially on the inside. So 
we bowed to the criticism, we made 
the dinosaurs bigger and some guys 
in the UK helped out. The T-Rex and 
the Triceratops were produced in the 


UK. They also changed 
the Raptor, but the 
graphics needed even 
more enhancement to 
make. made things 
more dramatic. It was 
hard, a lot of extra 
work, but it was worth 
itin the епа” 

Even then, getting 
the game out in time 
for its worldwide, 
October 22nd dino-day 
release date required 
some heavy string- 


pulling by Ocean to 
H Bus 
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rogramming. There's proprietor 
course. But the main thing is we 
colours, using the. 
quickly.” 


fhere’s no custom hardware producing this 3D, s good j 


lesigrled Бас 
edium an 


Ep 


iques and 16Mbit of ROM, of 
We had 256 
code to scale things 


| One of the key 
elements of the book is 
Chaos Theory, an 
element of which are 

| intricate patterns called 
Fractals. In the film, 

| Chaos Theory was cut 
_| to a mumbled sentence 
_| or two. The game 
includes a special 
fractal program, 
producing images like 
our Mandelbrot Set 
backdrop! 


whol 


This parki is big: "It's 256 screens laid o out in a grid. The map covers the 
f one wall in our office. That’s some sort of magnitude. Then the 
interior bits, | can’t tell you how big they are!” 


shorten the usually lengthy production 
process. And, of course, Nintendo 
wanted changes. “They were 
irritating,” Kerry remarks. “For 
instance, when the T-Rex eats you, 
we had a nice scream and the sound 
of bones being crunched up! But 
Nintendo thought that was a bit 
strong, so we had to take it out! That 
was frustrating.” 

By then, JP had more than lived up 


nites 
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{о everyone's predictions taking $600 
million worldwide. By the time you 
read this Ocean will have 
accomplished their biggest ever ship- 
out — over half a million units, 150,000 
of them for SNES. Already there's talk 
of sequels. But Kerry, busy developing 
a new big movie licence, is unsure 
whether he'll work on it. "I'm 
absolutely fed up of seeing 
dinosaurs!" $p 


\ 


ragon's Lair and Space 
Ace gave Don Bluth's 
team of renegade, ex- 
Disney animators a key 
place in the development 
of CD gaming. Yet the 
games simply consisted of a Bluth 
movie being played until, inevitably, 


you messed up your occasional 
joystick movements. Then the movie 
would pause and the laser would 
whizz across the disc to play a death 
sequence. 


When Elite decided to do Dragon's 
Lair on SNES they promptly threw 
away the game, preferring to marry 
the wondrous graphic style to а 
conventional platformer. However, 
when Empire won the license for 
Space Ace one of their new 
programmers had more lunatic 


ambitions... 

Adrian Barritt is so tall, so thin, so 
long-haired that he could only ever be 
a programmer. The sort of person who 
wears a worrying violent Death Metal 
T-shirt, but thinks along such cool, 
mathematically precise lines that a 
screen full of code induces joy rather 
than horror. The Amiga's Volfied. 
Space Ace was not only his first SNES 
game, but actually his first solo-game 
ever. Adrian began Space Ace well 
over a year ago, and quite a large 
chunk of that was spent not only 
sussing the SNES out, but debugging 
a modified development system as 
well! 


Oxford Digital Enterprises get all moody and atmospheric for 
some PR pics. The company was established in 1983, its first 
project being an adventure based on Shakespeare's Macbeth. 
Adrian joined in 199 - and is second from the left on this pic. 


Off-hand it's hard to think of a more 
difficult game to convert. Space Ace 
was never a videogame in the 
conventional sense. Its graphics were 
conventionally produced film 
animation, as wild and off-kilter as the 
animators could imagine. To recreate 
the coin-op Adrian had to explore 
every last trick of the SNES. Besides 
Mode 7, of course, there's Mode 1 
effects (the usual display mode for 
games) and Mode 0 which has severe 
colour limitations, but allows for 
enormous animated creatures. The 
exact look of the coin-op couldn't be 
recreated, but every level is skillfully 
reimagined as a more conventional 
videogame genre - platformer, race 
game, shoot-'em-up... "Most games 


are just the same thing over and over,” 
Adrian argues, “Space Ace is lots of 
different games in one" 

The game's structure copies the 
coin-op very closely. Level One is the 
Mountain Side with Dirk Daring 
leaping across chasms while pursued 
by evil robots. Then it's the Space 


МА?” ORK EN PROGRESS 


Maze, ап overhead-view shoot-'em-up 
which contains the entrances to six 
more levels. Then there's the Fighter 
Chase Escape which leads on to the 


Rocket Skate Maze with three more 
selectable levels before show down! 
Completing the game is a massive 


challenge, but Adrian saw little reason 
for making the SNES game any easier 
than the coin-op. There's no continues 
but, as a compromise, he invented а 
disk system — each one you collect 
gives you the chance to replay a level 
when you die. 


GAMES MASTERS? 


Upon finally finishing his massive 
programming challenge, Adrian found 
there were still a few more obstacles 
to overcome. Nintendo's legendary 
approval process had few problems 
with gameplay — ODE had already 
brought in schoolchildren to tweak 
that — but morally it was found 
wanting! Dirk's digitised cries of 
“Fwaa!” were judged a little too close 
to a more commonly used exclam- 
ation. Also, the infant baby at the 


game's end was judged to be showing 

a little too much bare bottom. The 

sprite had to be redone with a nappy! 
Even before these changes had 


LERMANY 


been made, the TV show Games- 
Master had come calling. Although 
the game wasn’t due out for many 
months, the prospect of TV coverage 
had Empire hastily mailing out the 
eprom. Unfortunately, Space Ace isn't 
an easy game to play and the 


GamesMaster format means that 
while the reviewers are often 
experienced, they rarely have more 
than fifteen minutes to play a game 


before making their filmed comments. 
Space Ace didn't go down well. 

After spending a day with the 
game, for preview, the GamesMaster 
reviews seem a little harsh. Space 
Ace is tough and there's usually only 
one way to complete a level. However, 
the amount of control you have is 
massively increased over the coin-op. 

For the future, Adrian is 
enthusiastic about a new project, 
which he can't reveal but involves 
programming techniques never before 
seen on SNES. He's also very excited 
about Nintendo’s Project Reality. “The 
SNES is undoubtedly the best 


machine for sprite handling, and for 
some race games using Mode 7. But 
the future is vector graphics. Sprites 
have to be redrawn for every frame of 
animation. With vector graphics you 
draw the object once and that's it. 
Project Reality really does come 
pretty close to everyone's dream 
machine spec. But it's still two years 
away and announcing it now seems a 
bit unfair on new launches by other 
manufacturers. Didn't IBM get sued for 
doing something similar...?" |)» 

€ Space Ace is to be released in 
the UK in January 1994. 
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ALL GOODS SENT RECORDED DELIVERY.TRADE ORDERS WELCOME. 


JERSEY IS EXCLUSIVE OF VAT BUT YOU MAY BE ASKED TO PAY VAT BY U.K.CUSTOMS. | .SNES TITLES. | 


KRUSTYS FUN HOUSE... 


MARIO ALL STARS... 
MECH WARRIOR 
MORTAL KOMBAT.. 
MR. NUZ. 

NBA ALL 


CALL 


(CALL 


МІЯ... 
POPULOUS II, 


ROCK N ROLL RACING... 
ROYAL RUMBLE. 
SPANKYS QUEST 
SPIDERMAN & X-MEN 
STARFOX.. 


SUNSET RIDERS UK... 
SUPER AIRDIVER 
SUPER BATTLETAI 
SUPER BOMBERMAN .. 


5. BOMBERMAN + ADAP! 

SUPER CONFLICT... 

SUPER JAMES POND.. 

SUPER NES (SCART) 

S NES POW ADAPT ......(US ONLY) 1 199 
„USA. 42,99 


TINY TOONS.. 
TOM & JERRY, 
TOP GEAR II.. 


SNES 16 BIT CONVERTOR ...7.99 
DATEL UNI ADAPTOR ) 15.99 


IF OUR LATEST TITLES ARE NOT LISTED PLEASE TELEPHONE FOR DETAILS 


MERRY CHRISTMAS TO ALL OUR CUSTOMERS AND PARAGON PUBLISHING 


PLEASE SEND CHEQUES AND POSTAL ORDERS TO THE ABOVE ADDRESS. WE BUY AND SELL USED GAMES AND CONSOLES. 


Addams Family 2 
Alien 3 


Clay Fighters. 
Cybernator .... 

Empires strikes Back .. 
Equinox ..... 
Flashback.. 

Jurassic Park 
Lemmings 2 . 


Rock 'N Roll Racing 

Sensible Soccer . 

Streetfighter 2 (turbo).. 

Top Gear 2 

T. Mut. Ninja Turtles 

Zombies Ate My Neighbours .. 


Cheque/PO/ Acess/Visa/ Mastercard 
|| Order dispatched within 24hrs. Cheques | 
dispatched subject to clearance 


PHONE FOR DETAILS OF OUR MEGA CD GAMES, JOYSTICKS & PADS. 


OPEN FROM 9.30 TILL LATE 7 DAYS A WEEK 
ZAPCO LTD. 14 HIGH STREET CHISLEHURST KENT ВВ7 5AN 


PLEASE MENTION SUPERPRO WHEN REPLYING TO ANY ADVERTISEMENT 


Aladdin .. 
Chuck Rock 
Davis Cup Tennis.. 
EA Ѕоссе! 
F4 (Оотагк).. 
F-15 Strike Eagle 2 .. 
Flashback 
Gauntlet 4 
Gunstar Heroes. 
Jungle Strike 
Jurassic Parl 
Landstalker 
Mortal Komb: 
NHLPA 94 
Ranger X 
Rocket Knight Adventure 
Streetfighter 2 Turbo " 
T.M.N.T. Tournament Fighters .. 
Ultimate Soccer... 
EVERY NEW IMPORT & UK 
CD AVAILABLE 


LOADS OF CD GAMES AVAILABLE 
CALL FOR DETAILS! 


PREVIEW 
OFFICIAL & IMPORT 


ROreviews 


SUPER RO reviews come in two types, which we've split into two sections 
so as to avoid confusion and consternation among novices. 


IMPORT REYIE ум S Cover the mass of SNES games released in 
America and Japan, the best of which will eventually make their way here. For 
gamesplayers without an adaptor we hope these will provide an interesting 
preview of thrills to come. Most gamesplayers however will have access to an 
adaptor which allows them to play these import or "grey" games. 
OFFICIAL REVIEW S COVer games just about to be released іп 
the UK. These are “PAL versions" which will work with any UK SNES without 
an adaptor. Quite often Official releases will follow Import reviews by a couple 
of weeks or months. However games are sometimes changed for the UK 
market and where this happens we'll tell you about it. ‘Official’ means the 
games are or will be officially imported — not that the review is ‘officially’ 
endorsed or supported by the Software House, unlike some mags! 


р 


DISTRIBUTOR: Bandai used to be 
the exclusive UK distributor for 
SNES stuff, but that's ending now 
with Acclaim going through 
Polygram, Activision through 
Playtime and EA doing it them- 
selves. As software publishers 
become more important we'll print 
their phone numbers to to let you 
check release date changes. 
PUBLISHER: Who developed the 
game, who's responsible basically. 
SUPPLIER: If the game's only 
available on import we tell you 
where we got it and a telephone 
number for you to get hold of it too. 
PLAYERS: Are there two-player, 
three-player, four-player modes? 
SKILL LEVELS: Are there skill 
levels for Duffer Dave, Moderate 
Mark and Pro Ryan? 

CART SIZE: How big is the cart. 
One Megabit is equivalent to 128K. 
The bigger the cart, the bigger the 
game - unless the programmers 
are пай. 

SAVE GAME: If there's a password 
of battery back-up game save 
option this is where we'll tell you 
about it. 

FEATURES: This is where we tell 
you about any continue-plays or 
other important features. 
CONTROLS: Gives you some idea 
of how complex the game is and 
whether the controls will suit you. 
Also useful for Jap import carts. 


ROfile 


PROS & CONS: A short summary 
of the game's positive and negative 
points. This gives you a quick run- 
down on the game. 

GRAPHICS: Graphics are judged 
both for how well drawn they are as 
well as the speed and quality of 
animation. 

SOUND: The aural soundscape. A 
combination of the music and spot 
FX, plus suitability for the game- 
style. 

GAMEPLAY: Simply how enjoyable 
is the game to play and how 
addictive is it to begin with. 
LONGEVITY: A combination of two 
factors. One factor is obviously how 
hard a game is, do we think this will 
take you a reasonable length of 
time to complete. The second factor 
is just as important though. It's the 
X factor, the combination of variety, 
addictivity and playability which 
make us think you'll want to keep 
playing day after day. If а game's 
simply impossibly hard and totally 
unenjoyable to play it won't score 
highly here. 

OVERALL: A numerical evaluation 
of how good we think the game is. 
We take ages debating this one, but 
remember, the really important 
thing is what we say about the 
game in the main review. The main 
text has all the details which will 
guide you to whether the game will 
suit you§Pastes. 
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This Christmas sees the long-awaited release of 
Disney's Stateside mega-hit Aladdin. And who better to 
scale-down the action and bundle it into a sizzlingly 
playable cart than Capcom? Last year their first SNES 
Disney game, Magical Quest, set stunning new 
standards for platforming action, if not lastability. Now 
they're back with a huge 12Mbit cart, oozing quality 
and playability. Ryan “Jafar me not” Butt hops on his 
carpet to bring you his in-depth opinions! 


laddin opens in spectacular 

Disney fashion with soft 

Arabian chords striking-up a 

delicate tune to accompany 

the intro, a series of very 

pretty pictures perfectly 

setting the scene. In fact, the game 

follows the plot of the film quite 

closely, the interlevel intros 

helping convey a strong 

sense of being involved in 

a dramatic story-line. The 

basic plot is simple but 

entertaining; boy finds 

lamp, boy gets girl, boy 

loses lamp, boy loses girl, 

boy gets lamp again, and 
yes you've guessed it! 

The action begins in 

Aladdin's home town of 

Agrabah where he must 


КЕЕР YOUR FINGER 


Aladdin's quest then continues on 
through enchanted gold-filled caves, 
spaced-out lamp landscapes, ancient 
Pyramids, and finally the showdown 
with the evil Jaffar inside his Arabian 
palace. The sprites, Aladdin's in 
particular, are stunningly detailed with 
ultra-smooth fluid animation similar to 
that seen in Prince of Persia 
and Another World. Like 
them, and the actual Disney 
movie, rotoscoping was used 
with human actors being 
filmed to provide material for 
the animators to work from. 
The effect is truly stunning — 
undoubtedly of the you- 
have-to-see-to-believe-it 
variety. And one of the best 
features of the game is the 
way in which our hero can 


avoid the likes of prowling PERMANENTLY ON interact with his surro- 
palace guards, archers THAT RUN BUTTON то Undings, using any nearby 
and strange, potted-birds! GET PAST THOSE platform or pole to launch 
In the Mega Drive version TRICKY JUMPS. himself to new heights. And 


Aladdin has a rather nifty 

Sword, but on SNES our hero just has 
his gymnastic skills and they're 
exploited to the full: he can trampoline 
off canvas shop awnings, swing on 
poles and vault off posts to not only 
bop the hostile guards, but also to get 
to higher levels and hidden platforms. 


just watching the animation 
as Aladdin does so is a jaw-dropping 
experience within itself! 

Another excellent feature is the 
inclusion of Aladdin's monkey sidekick. 
This hairy little chap will follow his 
master through the action-packed 
levels, enthusiastically pointing to 


OFFICIAL 


hidden rooms, or indeed any items of 
value, and best of all, egging our 
fearless hero on through his numerous 
hair-raising confrontations! 

The soundtrack, like the graphics, is 
also very close to the film and uses 
the same score. This includes that 
soppy ballad which was gracing the 
music charts a few weeks back! The 
quality of the tunes and sound effects 
really is exceptional, even if | was a 
little disappointing there were no 
samples of Robin William's voice-over. 

Also a little disappointing is the lack 
of innovation within the gameplay. 
Aladdin plays more or less like any 
other platform game, especially 
Magical Quest in the sense that you 
can throw apples to stun your 
Opponents, or vanquish them by 
bouncing on their heads. Apart from 
some novel inclusions, such as when 
Aladdin escapes over the side of a 
building using some poor chap's linen 
as a dead-slide, the levels are all very 
similar and the skills required to 
complete them soon becomes second 
nature which of course throws the 
question of lasting appeal into the 
picture! Unlike Mickey Mouse, the 
continues aren't infinite, however a 
simplistic password system means 
that even if you do use up your regular 


quota of lives, you can instantly return 
to your place of death and attempt the 
challenge as many times as it takes to 
reach your next password! Another 
wee niggle is the fact that you'll only 
encounter three real guardians 
throughout your quest. 

Like the Disney films, | think this 
game is very much aimed at the pre- 
teen market. | was certainly instantly, 
and completely hooked by the game 
but that only served to keep my 
playing until | finished it — which took 
just a couple of hours! However, the 
hidden objects and rooms will ensure 
that you'll have something to go back 
to time and time again. 

With the exception of Mr Nutz, 
Aladdin is definitely one of the most 
playable platform games I’ve played 
Since... well since Magical Quest, and 
if you liked that, you're certainly not 
going to be disappointed if this little 
gem winds-up in your Christmas 
stocking! Wo 


The caves display some very Disney- 

ше backdrops such as the spiral 
staircase pictured above. Aladdin 
must once again use his acrobatic 
skills to twirl off stalactites in order 
to get through in one piece. 


The action packed flying carpet sections are by far the most 
visually pleasing aspect of the game (above). Contrary to 
what you may believe at first, your monkey side-kick is more 
than just a hindrance, see here as he enthusiastically points to 
the cavern of gold that awaits (below)! 


= r 
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One of Aladdin’s many attack moves 
is to swing on the posts and knock 
the dim-witted palace guards for six 
red getaway eus p o 
a washing line reed js ж | 
E со йы Аса Trapped inside the magical world of 
d | ES со GES the lamp, Aladdin must escapa by 
4% ме). CONTROLS 


ға following the Genie's path (а 
f These brutal Arabian street 
merchants have no manners. Fancy 
picking on the Princess just for 
stealing a poxy apple (below)! 


The second part of the lamp level is even more spaced out 
than the first. Our hero must dangle from balloons, vault over E 
lamp-posts and swing from seemingly unreachable posts. The 

jumps become more insane as the level progress, so make 


good use of the dash button to get a good run-up (below). PROS: 
ways 


E 4 
4%, 


CONS: 
By capturing the Scarab, Aladdin will be warped 
onto the special bonus game once the level has been 
completed. Th his game consists of a wheel-of-fortune 
which the Genie will spin and then stop on one of 
the prizes. The stars will award you with an extra 
continue, but don't ask what the Genie's head does! 
The interlude pictures, such as 
the one above, crop up _rec> 
between levels to fill you in on 
the story. Aladdin finds himself 
ina “ду situation (right) with 
the lava burning his toes, and 
an archer shooting at him! rec 


t емдесе dim la gn В ТЕСЕ 
you a run for your money! Seven levels of trigger zi Хх 
itching, sharp shootin' spaghetti western action. Bü ry 


e А 
9 «X 


Konami (UK) Limited Television House 269 Field End Road Eastcote Middlesex HA4 9LS 


spreading the Black Death and killing 


over 50 million people, it's fair to say rats have not 
been regarded with over much affection. Look up the 
word ‘raf’ in a dictionary and ‘cute’ is unlikely to 


a г next to it. But Roc! 


rat, he's a rat with an atti 


hairstyle with an attitude. This Stray 


the Rodent isn't a normal 
or, to be more precise, a 


Cats lookalike has 


but one mission in life, to eat as much as he can and 
keep his hairdo intact. Sam "Harmony" Hickman 
grabs a can of mousse and asks whether this is one rat 
that doesn’t deserve stomping on. 


eee 


RODENT 


or a rat, Rocky is worryingly 
large. In fact, he’s positively 
human-sized which, upon 
further reflection, isn’t that 
worrying knowing some of 
e the people І know! And, to 
give a rat a fair chance, this 
is a rat with a mission. You 
see a local restaurant 
owner has had his daughter 
kidnapped and, in 
desperation, he turned to 
Rocky for help. If his 
daughter is saved, Rocky 
gets to feed his face for free 
which, to a rodent's way of 
thinking, is a pretty good 
deal. 

Sadly, although Rocky's 
name conjures up images 
of heroic strongmen, our 
twitchy-nosed hero is a bit 
of a wimp, armed only with 
his quiff! This spectacular 
demonstration of the power 
of hairspray gives Rocky 
super-strength and the 
ability to lever himself up walls. 
Without it he's completely useless, 
with it he can sustain just one attack 
before he keels over and dies. A bad 
start if ever there was one. 

Unfortunately, its also an entirely 
appropriate start as this is a game to 
make anyone ratty. It is, in fact, a 
really rather good example of how not 
to produce a game. The backgrounds 
are appallingly plain, the gameplay is 
dull and Rocky himself is totally 
sluggish. There's just one power up to 
find — the hairspray — and it's only 


a 1 
PRO ti 
WHENEVER YOU SEE 
A PRESENT BOX, JUMP 
ON IT, AS IT CONTAINS 
HAIRSPRAY. THEY'RE 

FEW AND FAR 
BETWEEN! 


dished out on very rare occasions. 

Nor do things get any better once 
you get off the amazingly easy 
opening level. No, they actually get 
worse. A tediously protracted intro 
shows the kidnappers bundling the 
daughter into a car. As 
soon as they zoom off, the 
rest of the motorists make 
a determined effort to 
squish Rocky and his 
Mohican hairdo. Leaping 
over the cars begins as 
good fun, unfortunately 
what should have stayed as 
a short little level, breaking 
up the platforming action, 
goes on and on! 

And so it continues. This 
wouldn't be half as bad if 
there was just a bit more 
variety in he gameplay and 
the graphics were slightly 
more modern. As it stands, 
it has a distinct late- 
eighties appearance and 
the gameplay sucks. Stay 


away unless you're a complete glutton 
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/2 Explosive Free-Fight, 
blockbuster from the phenomenon Жж 
Я A ч 
' a breath-taking hyper-adventure. „Жж? p" l 
—7. The powerful, graphics will make your head spin like a Apl 
1 the most outrageous cast of characters... М 
they'll leave you clu your sanity by the blackbelt of your judo suit! _ 
1/2-A animaniacs causing mayhem 2 4 
in a.mind-blowing, body-bruising battle of wits. Ө: Ж 
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OCEAN SONWARE LIMITED | 
2 CASTLE STREET © CASTLEFIELD > MANCHESTER · M3 412 
TEL: 061 832 6633 * FAX: 001 834 0650 


kay, there's these three 

dummies sitting in a lab. 

Two are just your normal, 

average everyday walking, 

talking dummies — called 

Spin and Slick — and one's 
your ‘intelligent’ dummy. The latter is 
Dr Zub, a bespectacled dummy with 
wispy grey hair (not unlike our dear 
editor!) who's invented the ultra- 
efficient T9000 torso. So valuable is 
this invention that before you can say 
'clichéd plot contrivance', in 
bursts the evil Junkman to 
kidnap Dr Zub in the hope of 
forcing the blueprints from 
him. 

So, while one dummy | 
guards the lab the other 
goes in search of Junkman. 
Slick, for it is he, is faced 
with a 16 level platform/- 
shoot-'em-up. Slick has two 
methods of attacking the 
onslaught of mechanical 
menaces; he can jump on 
them, or throw spanners 
which can be picked up 
throughout the level. The basic aim of 
each level is to get to the exit as 
quickly as possible, which is no easy 
task due to the legion of hazards 
which seem to appear out of thin air. 
This means your best technique is to 
run along, continuously chucking 
spanners in every direction — just in a 
case an enemy is about to appear 
there! 

The only original aspect of the 
game is when Slick sustains a hit. 
There's none of the usual energy bar 
nonsense; when you're hit you'll lose 
a leg, then the other leg, followed by 


` sub-standard platformer. Initially, the 


both arms! So once Slick has been 
caught four times, all that remains is a 
limb-less body that merrily bounces 


along the ground - a distinctly т 
gruesome effect reminiscent of the tx 
famous ‘flesh wound’ Monty Python E €. 
joke! » Қ 
Luckily for Slick, apart from R e 
spanners littering the levels, there are 
also limb-replenishing screwdrivers, 
extra lives, bonus point-pods and even 
special tokens which, when collected, 
inflate our hero like a 
balloon and allow him to 


hover around high plat- 
|. forms and danger areas. 
Graphically, Crash, Dum- 
mies is fairly unremarkable, 
the main sprite is detailed, 
nicely animated and amus- 
ing as are the enemies, but 
the level backdrops are 
bland and offer little variety. 
Apart from the interesting 
bonus levels, gameplay is 
very repetitive and at times f 
very frustrating. After every | Шот?” "d 
three levels you do get 5 
mega-guardians, enjoyably bizarre 2 
designs which аге раіпішіу simple to / 4 
beat! 
The music is similarly dire, emm 
although it is often drowned out by the 
excellent and entirely over-the-top - 
spot effects. | particularly liked the 3:47 0109200 7 21 3- 
Screeching brake noise when you 
Slide along the ground. Nice, but 
hardly enough to save a remarkably 


fast, frantic gameplay is fairly playable, 
but the novelty soon wears off, leaving 
a frustrating game which is unlikely to Scias aeza 
keep you coming back for more: %р. 


| 
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Pierre Le Chef is travelling the world to create the 
traditional culinary delights of the host country. But he's 
having his problems - in catching his ingredients! 


Help Pierre trap the ingredients necessary for his recipe 

but be sure to avoid all the angry ingredients as well as 

disease monsters, vicious insects and last but not least 

your arch rival Le Chef Noire. If you can't avoid them, 

destroy them with your unique weaponry - flour bags, 
whisks and the like. 


Travel to eight different countries with loads of levels and 
many more hidden and bonus levels in your attempt to 
treat the world to Pierres’ marvellous cuisine. 


‘One of the most playable platformers yet’ 
Games Business 


‘All the sparkling of a classic platform romp. Certain to be in a few 
stockings this Christmas’ 
Super Action 


‘A frantically wonderful video game. Exotic backgrounds and the 
sprits are cute and sensual’ 


Gamesmaster. 
Scores: Games Master 89% 
Super Action 84% 
Super Play 84% 
SNES Force 84% 


pee MINDSCAPE INTERNATIONAL LTD. 
iw PRIORITY HOUSE, CHARLES AVENUE, 


= +S MALTINGS PARK, BURGESS HILL, 


MiNDSCAPE WEST SUSSEX RH15 9PQ 


The Original, 
the Best,the BIGGEST! 


WANTED ron CASH 


The best prices paid for your 


used games and consoles. 
The better the condition the 
higher the price. 
Telephone the number below 
and get an immediate quote. 


TEL/FAX (0708) 478932 
(MAIL ORDER ONLY) 


ALL GAMES BRAND NEW AT 


BARGAIN PRICES ORDER 


YOUR GAMES FOR XMAS NOW!! 


DREAM 


SUPER NES GAMES 


16 DIBAN AVENUE, 


ELM PARK, HORNCHURCH, 


ESSEX. RM12 4YE 


FULL EJECT UNIVERSAL ADAPTOR £13.99 
PS" MEGADRIVE,GAME GEAR + GAMEBOY 


GAMES ALSO AVAILABLE. SEND FOR A LIST. 


JAP SNES GAMES MERRY XMAS & A HAPPY NEW YEAR TO ALL OUR MANY SATISFIED CUSTOMERS! 


ALIEN 3 ....... 
AXELAY ...... Ў 
BACK TO THE FUTURE 
BATMAN RETURNS. 
CONTRA SPIRIT 
DEAD DANCE 
DESERT STRIKE. 
DRACULA 
DRAGON 
EXHAUST HEAT II 
FINAL FIGHT II 
FIRST SAMURAI 


£44.99 
..£39.99 
.£39.99 
29.99 
£30.99 
34.99 
„£34.99 
. £30.99 
£54.99 
£44.99 


S. EMPIRE STRIKES BACK NOV DM Medis dud _ 


FROM KRAZY 
KONSOLES 


DON'T JUST BUY 
ON PRICE 
IT'S CUSTOMER 
SERVICE 

THAT COUNTS! 


NEW GAMES ARRIVING 
DAILYIF YOU CAN'T SEE IT- 
CALL! 

PLEASE NOTE: WE ONLY STOCK 
NEW SOFTWARE 


FORMATION SOCCER 2 £49.99 
HUMAN GRAND PRIX ..£41.99 
SOCCER PRIME GOAL ...£59.99 
KIKI KAI КА! 144.99 
OUTER WORLD.. (529109) 
PARODIUS 

POP N TWINBEE 
PRINCE OF PERSIA 
RAMNA 1/21... 

RTN DOUBLE DRAGO! 
RUSHING BEAT RUN 
SEPTENTRION.... 


£29.99, 
54,99 


STARFOX... 

ST.FIGHTER Il TURBO... 

SUPER BOMBERMAN 93£49.99 
5. GHOULS М GHOSTS .£29.99 
JAMES POND II 

SUPER STAR WAR: 

SWIV (SCART ONLY) 

TETRIS 2... 

TINY TOONS 

USA ICE HOCK 

WORLD HEROES... 

WWF ROYAL RUMBLE.. 


The finest second user games and CEIEG)ES at the GREET possible prices.EG: 


Super Smash TV. 

Super Soccer.. 

Super Star Wars. 

Super Tennis .. 

Super WWF Wrestlemania .. 
Tiny Toons. 

UN Squadron.. 

WWF Royal Rumble. 

Zelda 


WE ALSO STOCK NEO GEO, SUPER FAMICOM, SNES AND TURBO GRAEX 16 


ж KRAZY KONSOLES ж KRAZY PRICES z 0422 -342 901x 


* The Universal Adaptor will 
allow you to play imported 
cartridges on a UK Snes, 
*Plays Mario Kart, Pilot Wing: 
* Play PAL-UK Games on 
your JAP/USA Snes. 

ж The Universal adaptor ls a 
Top Quality product cased, 


^ SUPER NES (US) MARIO 
IS 
2 LEADS. us) SCART TAKES JAP 
metuo ШИТ. | 


Only £ $00. instructions. 
А 


ж Plays ALL/ANY GAME оп 


Only £15.00 


SUPER FAMICOM JAP 
SOFTWARE! 


ACIRSER2..... 

АЙ OFFGHING (16 BI... 

ALL JAPAN PRO WRESTUNG (16 BT А PLAY 
DEAD DANCE/TUFF ENUFF (16 BI) 
DEVILS COURSE GOLF ВЕ SOF)... 
DRAGON BALL 2 PART 2... 

J. LEAGUE SOCCER PRIME GOAL 
(NAMCO/SCARI .... 

NGELMANSELISEI CHALLENGE (SCART) 


пылае а 


SUPER FORMATION SOCCER 2 (4 PLAYER)... £45 
$52 
D 


SUPER MARIO ALL STARS COL (16 ВТ). 
SUPER NBA BASKETBALL(TECHMO), 
TINY TOON ADVENTURES. 

TURTLES 5 - TOURNAMENT FIGHT 
WORLD HEROES (16 BM... 

WORLD SOCCER /STRIKER. 


59 
555 
2955 
АЦ 
545 


$2» рр PANG SUPER BUSTER EROS 
559 TURTLES INTIME... 
Ё 


SFII - SD JR OF 12). 


APOLLO PRO JOY: 
SNES - SF MOUSE (SCAR 


SUPER MULTI - TAP 5 PLAYER PORT 


TEL: 9422-342901 
OFFICE HOURS: МОН TO SAT 9- 
5.30PM CLOSED THURSDAY AM 


dana Se: 
TEL: 0422-367730 
EVENINGS 5.30-10РМ 
& ALL DAY SUNDAY 


AUEN VS PREDATOR. 
AXELAY 


ВАТМАН RETURNS. 

COMBAT TREES (1280) 

CONTRA: SPRRTPROBOTECIOR. 
DINOSAURS.. 

FI EXHAUST FEAT... 

GOLDEN FIGHTER (12 BI. 

JAKI CRUSH SUPER PINBALL.......... 
JOE & MAC 2 [CONGOS CAPER 
Гал Болаи 


RUSHING BEAT RUN/RIVAL TURF 2 (12 БТ). 
SKY MSSON/WINGS2 ACES HIGH... 
SONIC BASIMAN 


‘SOULBLADER .. 
STARFOX/STARWING (FX CHIP 0) 
SUPER GHOULS М GHOSTS 

SUPER MARIO WORLD 


“ONY 


SUPER SMASH TV 


MINE 


SUPER SPECIALS!!! SNES -USA- SOFTWARE 


AM 


383 


SEI TURBO HYPER FIGHTING(SCART/20 Bil) 555 
‘AERO THE ACROBAT - SUNSOFT. 

AUEN 3 - UK PAL! 

BATLETOADS IN BATILEMANACS 
ОААМАТ8............... 

COOL РОТ.............. 

DUNGEON MASTER (30 DSP CHP), . 
EQUINOX - 3D RPG/SOLSTICE I. 

EYE OF BEHOLDER - CAPCOM... 

FATAL FURY (12 BI) 

‘GOOF TROOP - CAPCOM 

JURASSIC PARK (16 BI) 

LEGEND OF THE RING BOXING! 

MORTAL KOMBAT (16 BIT-PAL AVAILABLE! 
NCAA BASKETBALL... s 
OPERATION LOGIC BOMB, 

ROCK М ROLL RACING(SCART) 

RUN SABER... 

SECRET OF МАМА... 

‘SHADOWRUN, 

SENGOKU. 

STREETFIGHTER I (16 BI) 


А 589 
ZOMBIES ATE MY МӘОНВОШӘОСАЯТ)... 549 
USA- SUPER SPECIALS. 


BARIS NIGHTMARE - 
FEATURING THE SIMPSONS. 


ЭММҮ CONNERS PRO TENS (4 PLAYER) 
KRUSIVS SUPER FUNHOUSE... 
ON THE BALL 

©8813... 

SPIDERMAN & X-MEN.. 

WING COMMANDER... 
WARP SPEED... 


284124444243: 


Р+Р ADD £1.50 PER GAME FOR 1ST CLASS RECORDED DELIVERY. 
CONSOLES £10.00. 24 HR COURIER. 

COST P+P 
ITEMS 


ALL CHEQUES REQUIRE A CURRENT 


GUARANTEE CARD NUMBER ON THE BACK. TOTAL. 


PLEASE REFER TO SUPER PRO WHEN RESPONDING TO ANY ADVERTISEMENT. 


STARFOX /STARWING £35 


JOE & MAC 2 £24 


OVER 
25,900 
SATISFIED 
CUSTOMERS! 


PLEASE CALL FOR 
AVAILABILITY 
BEFORE 
ORDERING!!! 


2 JOYPADS ALL LEADS. 
Only. £177 


Although everyone over 
here remembers the big, 
European tank battles of 
WWII, the Pacific 
campaign is often 
forgotten. This was 
undoubtedly the most 
ferocious theatre of war, 
both sides fighting down 
to the last man on dozens 
of tiny Pacific islands. It 
was also a conflict which 


pioneered the use of naval air power, wi 


he seriousness of KOEI’s 

ambition is immediately 

evident from the 64-page 

manual and map pinpointing 

the game's nine huge 

battles. However, the actual 

text is much less impressive — 

providing hardly any help with starting 

the game. There's no explanation of 

naval manoeuvres or 

how to command a 

fleet of 20 ships — 

surely not a task for 
beginners! 

In-game, most of 

the options are easily 

accessible from the 


menus and the range ES é cs 


zoomed in automatically. As it is, the 
only way to find out which island 
you're bombing is to got to the orders 
Screen and pretend to change the 
orders so that a map appears - this is 
incredibly frustrating. 

The battles themselves are 
endlessly protracted. Watching ten 
assorted blobs trading shots is very 
tedious and your part- 
icipation is limited as 
you only control battles 
involving the number 
one fleet. Of course, 
you can turn off the 
limited graphics but 
text reports still churn 
on. In a similar vein, 


ith Pearl Harbour being perhaps the most 
infamous example of its devastating potential. Damien Butt examines whether 4 
Japan's KOEI have done justice to this titanic battle. < 


of possibilities is PRO the unimpressive com- 


awesome. You can go жақ weenie quie bination of dirges, A , Saipan falls to Allied Forces. 


to conferences for pipey sea shanties 22. t 
deciding arms ex- ODDS ARE STACKED WITH THE even Hawaiian guitar The attractive reward mini-screen is 


penditures, have а JAPANESE, WITH PEARL HARBOUR tunes are soon turned 90 of the few bits of presentation а ail is 

banquet to improve BEING A PARTICULARLY EASY ОЙ. Obviously, there's that you won't have to turn off. sses с 
morale, or simply EXERCISE IN MILITARY MIGHT. some kind of flaw in 
launch a massive game design if most of B 


offensive against the peaceful farmers the slick presentation is automatically Y| bo planes remorntna Рн 

of Nanking! The options are imp- axed. CONS: 

ressive, but they're too limited and Obviously, if you've got the gra = 

difficult to carry out. For example, the patience, there's enough in PTO to 

main map screen depicts the Pacific keep you playing for months. There's 

area, but often the action is only in plenty of depth and lots of scope for 

one corner — so you end up squinting the strategy fan. However, after 

at a tiny cluster of islands, trying to several days intensive play, | have to 

guess which one is Iwo Jima! It would бау | was all too happy to see the 2 x 

have been much better if the game back of it! > гай а 

The various maps Below, the control bar offers all the : 

have an authentic option in a ively straightforward - P 

look but trying to and easily accessible fashion. Sadly, ж 
decipher all ће Gor. F, 1945 although the options are wide- 
initials and tiny ranging they're still uninvolving. 


icons is irritatingly 


difficult. Okay, it's fepert from 
a WWII sim, but New Jersey: 


does that really 
mean the controls 
have be so 
prehistoric in their 
look and feel! 
Some slick zoom- 
in options 


would've been Search radar reveals 


much appreciated! 
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Eneny info 


‘Special 
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For the very latest 
hints, tips and 
complete playing 


solutions for all the 
SUPER NE 


BOY AND NES top Nintendo games, 


VIEWS! ONLY | 
ae ET TITLES plug into SurER XS. 


VERED! 
R “9 


No other magazine 
regularly gives you 164 
power packed pages 
crammed with full 
game maps, massive 
solutions and 
exclusive game 
busters. 


SUPER ХО ie the only 
magazine aimed at 
датев playing winnere. 


It provides you with 
E mt the techniques and 
audi tactics necessary to : 
вот Ш EN қ win at all the major 

games. 

There’s nothing like it... 

Check out every issue 

of Super XS — it’s the 


biggest, brightest and 
most informative 
Nintendo read 
available. Get itl 


If you're having difficulty obtaining a copy of Super XS, or you wish to place a regular 
order for it, hand this form to your local newsagent. 
VEM 


Dear Newsagent 


Please reserve me a сору of Britain's only dedicated Nintendo tips guide, SuPeR XS. It's Address ... 
а fat 164-page publication crammed with the latest hints & tips, mapped solutions and 

дате busters for the Game Boy, NES and Super NES. 

SuPER XS is available the fourth Thursday of alternate months and is priced £2.95. 


SuPER XS is distributed by Seymour Press Ltd (081 6791899) and is published by 
Paragon Publishing Ltd (0202 299900). It is fully SOR. Postcode 07... 


CUPER SOMPETITFTION 


3000A 


А 14inch colour portable TV, 
with five signed and 
ten unsigned Newcastle shirts 
as runners up prizes! 


If you want to win either a TV or a Newcastle shirt, all you have to do is 
answer these simple questions and identify the games from which the 
three distorted piccies on the right come from. The quessies are: 


Now send your answers to: 
Its a game of two halves, SuPERPRo, Durham House, 124 Old Christchurch 
Road, Bournemouth BH1 1NF. 
Entries to be received by 20th December. $p 
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hen Shadowrun was 

released on import, it 

shocked the console 

world, proving that, yes, 

RPGs can be as fun 

and action-packed as 
any other genre, if not more so. 
Personally, | was hoping that many 
developers would take a leaf out of 
Beam’s book, providing more involving 
story-lines and brain-aching action. 
7th Saga certainly wants you think it's 
one of these new, exciting RPGs. In 
fact, 7th Saga makes many claims on 
its packaging: “You won't be emb- 
arrassed to use your own name; you'll 
be proud" being just one of them. 
Hmm, a game that apologises for itself 
before you've even had a 
chance to play it? | can't 
help but think that there's 
something slightly fishy 
going on here. 

Open up the manual and 
the plot turns out to be even 
more dodgy than the box's 
blurb. Guess what? Ticon- 
dera used to be a harm- 
onious little world, until 
someone stole the seven 
sacred runes. Now, King 
Lemele wants six warriors 
to participate in a comp- 
etition to get them back. 
Whoever recovers all six 
runes first will rule the 
kingdom. Well, we haven't 
heard that one before, have 
we? 

After speaking to every single 
person in the village (just in case they 
give you something), you're left to 
make your own way through the 
wilderness. Now | don't know about 
you, but this sounds to me like every 
other RPG since the dawn of time 
(Shadowrun and Zelda 11! excepted). 
7th Saga does have a couple of 
unique features though. Although 
you're supposed to be in competition 
with the other six warriors, you can 
actually recruit them to join your team. 
This means that you could have up to 
six times your original hit points, 
money, etc, making the adventure a 
whole lot easier. Of course, you'll have 
to share your treasure and the runes 
with them, but completing the quest is 
nigh on impossible without their help. 

At first, the warriors you'll face are 


PRO ti 
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YOU'VE DEFEATED 
ENEMIES, AS 
SOMETIMES THEY 
RELEASE SPELLS OR 
NS WHICH CAN 

BE PICKED UP 
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easy to defeat, merely taking a couple 
of attacks to die, but as you progress 
you'll find yourself facing up to four 
enemies at a time. Every time you 
defeat them you'll gain money or 
items, all of which can be used to 
upgrade your weapons and armour. 
This is all very well, but armour and 
weapons are very expensive. So, just 
like with most RPGs, you spend a lot 
of time simply wandering about killing 
things, merely to upgrade your 
weaponry. 

So how on Earth do Enix justify all 
their extravagant claims? Well, one 
thing that is different are the combat 
visuals. Instead of bumping into 
enemies within mazes, and battling it 
out against a miniature 
Sprite, you're transported to 
another screen where your 
opponents are huge. Comb- 
at is your usual attack/- 
defend type affair, but at 
least you have some control 
(via a cursor) over hitting 
your opponent. Still, even 
these scenes wear thin after 
a while, as apart from the 
opponents, they're always 
the same. 

All this isn't to say 7th 
Saga is a bad RPG. If the 
hype had been less extra- 
vagant you'd probably be 
very pleased with what is 
basically an above average 
RPG. Unfortunately, alth- 
ough 7th Saga may boast 
that it isn't an ordinary RPG, l'm afraid 
it actually is. When you're wandering 
about the game's environment, the 
atmosphere seems very dated. Much 
of the action focuses on maze-like 
levels, which in my opinion, is what 
RPGs should steer clear of. It's 
aspects such as these that give 7th 
Saga such a tedious feel and mars 
enjoyment found in the rest of the 
adventure. 

If you're an RPG fan, this will suit 
you down to the ground. The 
gameplay area is absolutely huge and 
there are plenty of combat scenes and 
sub-quests to complete. Anyone who 
feels the need to take on an immense 
challenge will love it too. However, if 
its heart-stopping action you're after, 
why not try the excellent Shadowrun — 
the REAL future of RPGs! Wr 
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Your warriors, the heroic human Kamil and the uncooperative demon zin 
pare to defend themselves against some huge Demons. You can deci 

iran hand, which member of your party will attack in which order, and 

which weapons your warriors will use. It's also important to remember that 


each time you defend befor: 
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е attacking, your attack power increases. 
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P PUBLISHER: ENIX 

SUPPLIER: ZAP COMPUTER 
GAMES 
TEL: 0532 590077 
PRICE: £54.99 cS 
PLAYERS: 4 
SKILL LEVELS: M 
CART SIZE: 8Mbit 
SAVE GAME: Yes. 


FEATURES: Loads of comba! 
scenes and mazes. 


А MOVE UP. 
V MOVE DOWN. 
52 MOVE LEFT. 
> MOVE RIGHT. 


SELECT FUNCTION. 
х) 


1 You can choose апу of the seven SERE offered at the дан ofa new game. All the characters are displayed > Y NO FUNCTION. | . 


along with their individual stat sheets which show characters magical powers, agility, armour etc. Characters 
should be chosen depending upon the style of play you wish to adopt, offensive or defensive. You can also 


rename your chosen character. AN AQ NO FUNCT! 


BO NO FUNCTION. - 
SELECT FUNCTION. 


е brilliant 
battle scenes with nice, · 
large sprites and slick Mode 
7. Overhead-view graphics 


aren either, creating a 
nice atmosphere. 
Below, traitors catch up with SRANN Оза ықы STEERS < Вей ! to recruit 
yov. Above, your paniy © cue ES E bi —P warriors is a novel and 
seeks an audiance wi у ut } welcome feature. 
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Having already made an appearance on the import 
scene as Human Grand Prix, Ubi Soft have now 
turbocharged their race game for the European market 
with numerous tweaks, including a much appreciated 
new control system. So have Ubisoft salvaged a 
winner from the game we dismissed a few months 
back as being "Good, but could have been excellent"? 
Ryan "Lane Hopper" Butt investigates. 
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-1 Pole Position opens in 

authentic GP style with a 

vast array of cars whizzing 

out of the screen to the 

sound of high-perform- 

ance engines on over- 
drive! We are then greeted with a 
simplistic title screen displaying three 
different modes of play, Battle, World 
Grand Prix and Test Run. Battle mode 
can be played between two human 
competitors, or one player against one 
or more computer controlled oppon- 
ents. You can choose one of 16 
circuits, weather cond- 
itions and lap numbers to 
suit your individual 
requirements. You'll then 
go on to a car select 
Screen featuring seven top 
racing teams including 
McLaren, Will-iams and 
Ferrari. Each has two of 
their most famous drivers 
to choose from. Once 
your car and driver have 
been sel-ected, you'll then 
go onto the modification 
screen where you'll be 
able to customise virtually 
every aspect of your car 
ranging from the normal соии 
everyday possibilities (tires, brakes, 
suspension), to the not quite so 
obvious (wings, draft signal) 

Then it's onto the actual race 
where you and your opponent(s) 
battle it out for first place. Graphically, 
F-1 is very accurate in capturing both 
the realistic racing perspective and 
the actual cars themselves. However, 1 
was rather disappointed by the 
collision detection. Whereas in Aguri 
Suzuki you could incorporate the 
highly devious tactic of ramming your 
opponent off the track to obtain first 
place, F-1 is slightly more realistic in 
the sense that both cars will spin 
uncontrollably off the track, thus 
sustaining speed-reducing damage in 
the process. Thankfully though, your 
comrades in the pits are on hand to 
repair any battle-damage you may 
experience during the race. 

The other two modes of play are 
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Go EASY ON THE 
ACCELERATOR TO MAINTAIN 
A STEADY SPEED, 
OTHERWISE YOU'LL 


pretty much as you would expect. The 
World Grand Prix is an extensive tour 
of the world's most famous circuits, 
but | wouldn't recommend you go 
straight into this option without 
checking-out the Test Run first. 

The graphics and sound remain the 
same as the previous version, 
however the gameplay has been 
vastly improved due to the inclusion of 
а second steering method. Whereas 
before the cornering was determined 
by moving a little arrow around at the 
rear of your car - thus diverting your 
attention from the road — 
there is now a normal 
control system. Unfort- 
unately, the sprites them- 
selves haven't been 
similarly upgraded to be 
animated for their turns. 
There's just one fixed car 
sprite with no additional 
frames of animation for 
cornering or crashing 
(that’s where that pesky 
little white arrow comes 
in!). On top of that the 
Human graphics style 
comes through yet again, 

just as it did in Super 
SPIN OFF! Soccer, with your opp- 
onents remaining unrealistically huge 
even when оп the horizon! 
Nevertheless, for its wealth of options 
and general realism this F1 racer 
comes second only to Aguri Suzuki in 
terms of lasting appeal and is 
definitely worth checking out due to all 
the PAL improvements. lj» 
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The screen above allows you to 
customise your car in more or less 
every area imaginable! 


A pit-stop is essential for those 
gruelling 10 lap races, because if 
you fail to maintain your car, 


speed will plummet like a | 
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As you can see 
from the screen 
above, F-1 Pole 
Position features 
a wide selection 
of well known 
teams and 
racers. The 
simultaneous 
two-player game 
is by far the most 


enjoyable as 
of the game fien. 
Great (x 
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"It's a brilliant racer..." 


O 
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“It’s incredible, it really is. I'd advise you to obtain it with 
all conceivable swiftness" 
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Also available: ‘The Blues Brothers’ on SNES and GameBoy, & ‘Titus the Fox’ on GameBoy. 
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The SNES has seen some 


OFFICIAL 


unlikely heroes in its time, 


but of late things have become extremely silly. In the 


past few months we 


‘ve seen squirrels, Vikings, 


diabetic crusaders and lumps of clay, all taking the 
spotlight on our beloved SNES. However, Virgin's 


newest hero totally takes # 


he biscuit. He's a large red 


spot! Ah, well, games are aimed at the teenage 


market, so | suppose many 
subject matter. Sam “ 


t takes a lot to convince me that 

spots can be cool. And that's not 

just my opinion either. These 

days, you can't switch the TV on 

without some fresh-faced youth 

informing you that if you don't get 
rid of that unsightly acne, there's no 
way Sally will go to the under-18s 
disco with you. Shame. However, upon 
further investigation, 1 was informed 
that this spot isn't just any old spot. Oh 
no. He's a cool spot. Contradiction in 
terms? Apparently not. In America, 
Cool Spot is the nationwide 
star of 7UP adverts and 
virtually a celebrity in his 
own right (similar to Fido 
Dido in this country). 

Sporting sunglasses and 
finger-snapping attitude, 
he's the perfect video 
games hero. In his debut 
adventure, someone has 
trapped his friends in cages 
and if he ever wants to 
wreak havoc on someone's 
face again he'll have to 
rescue them. To do this, he 
has to collect cool points, in 
the form of spots. When 
he's collected enough he 
can open the cages that 
imprisons his friends. 

The game begins on the beach and 
to rescue his first friend, you'll have to 
gain 30 cool points. This is a relatively 
easy, but as you get deeper into the 
levels, finding spots becomes 
increasingly difficult. As always, there 
are enemies on hand waiting to 
destroy you, but Cool is fully armed 
with some extra-fizzy 7UP. This kills 
most creatures dead with just a few 
squirts — while | don't know what this 
says about drinking 7UP, it works well 
in the game. Spot is laid-back sort of 
guy, he's no nippy Sonic, and rapid-fire 


ERO 


a player identifies with the 
sore” Hickman reminisces. 


blasting of the enemies adds some 
much needed excitement. Also, 
although routes to the exit are 
signposted, you're pretty much free to 
roam around the gameplay area. 

On the whole this is still pretty 
much your standard platformer, but 
aesthetically it’s a very different kettle 
of fish. It is in fact one of the slickest 
platformers seen this year — every- 
thing from the backgrounds to the 
bonus levels has a very polished feel 
about it. There’s so much fine detailing 
that it's difficult to resist the 
game's atmosphere, the 
whole game becoming 
much more involving than 
Claymates or Bubsy. For 
instance, the personal 
stereo discarded on level 
one, actually has a tape 
working inside. Later on, 
Cool will have to face an 
underground cavern, a 
spotlight following his every 
move. It's touches such as 
these that make a plat- 
former stand out from the 
norm and make for an 
extra-special game. 

Cool Spot is a triumph in 
the sound department too. 
The sprite itself has one of 
the cutest noises ever and the 
background tunes are simply amazing! 
Each level has a different tune, fitting 
in with the level theme, with level one's 
Beach Boys-like rendition being my 
favourite! 

Although Coo! Spot is a near- 
perfect platform adventure, it does 
have a couple of faults. The bathtub 
level is extremely irritating and if you're 
not careful, most of your lives will be 
lost here. This is annoying, as once 
past this level gameplay is surprisingly 
easy. Also, unless you collect a 


tip 
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continue in the bonus stages, there is 
absolutely no way of furthering your 
adventure once you've lost your lives. | 
suppose this will make the game last 
longer, but it's a bit stiff to not be 
supplied with at least one "free" 
continue. 

Gripes aside, this is an essential 
purchase for all platform maniacs. It 
looks absolutely gorgeous, sounds 
brilliant and is very addictive. One of 
the best platformers of the year! WP- 
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Aother variety of crab, this time оп 
a different level. This one is easy to 


get rid of - one hit and he's 


| history! 


SPOT THAT ANIMATION' 


Cool Spot is a brilliant platform game in itself, but Cool himself is some- 
thing of an animation starlet. Dave Perry, the programmer who worked on 
the Mega Drive version of Cool Spot, is renowned for his animated figures 
and thankfully, the SNES version has stayed true to the original. 


Although some of the animations could be found in other recent 
platformers such as Bubsy, others are included purely for the enjoyment of 
the player - sheer ее gloss For instance, if you leave Cool alone for a 
few seconds, he'll start to clean his sunglasses, or play with a yo-yo! 


7UP. Most mies or 
three. Unfortunately, 
careful, as some 
shame that Cool can 
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сап be collected by hanging 
ӨП Ю the overhead ballons: 
Most of them have spots 
Underneath them and by 
jumping from one to the 
other, your cool rating will be 


spots їо ‘reach the bonus 
level, normal requires 85 and 
hard level needs a whacking 
95 points. 
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Ithough being all pink and 
loveable may be enough 
for a lump of putty, for a 
video game you need a bit 
more. A plot, for instance. 
Preferably a silly one, like 
there's this evil wizard called 
Dazzledaze who invaded Putty Moon, 
neutralised the defensive robots and 
captured all the putties — except one! 
Dazzledaze's dastardly plan is to turn 
the putties into bubblegum and sell 
them. The one free putty — Super 
Putty! — must save them... 

Super Putty's mission is to rescue 
the robots which have been scattered 
across the game's seven levels, each 
with three stages. Gameplay is a 
mixture of platform and puzzle action, 
all utilising Super's pliable talents. The 
pale blue sprite has a variety of 
movements, all of which look 
absolutely brilliant. He can stretch 
both horizontally and vertically to 
reach platforms, inflate, absorb 
enemies, and mould into other 
characters — all in true claymation 
style (it is almost identical to animation 
in Claymates). This is obviously the 
most novel aspect of the game and 
also offers an original slant on the 
tired platform format. 

The game's humour is sorely tested 
by actual gameplay, how- 
ever. There are so many 
enemies to kill that it seems 
as if most of your time is 
spent getting rid of them! It 
also suffers from the same 


flaw that affected Humans. 
Each robot has to be —— 


Silly Putty was a classic kiddie fad. You could mould the smell pink 
oval into every shape imaginable and it would alweys return to its 
original form. Well, at least that’s what the advert said. In reel life, it 
would either be confiscated by irritated parents or would shrivel up 
into a chalky pink useless lump. But someone, somewhere 
remembered it and last year it inspired an award-winning Amiga 
puzzler. Now its been Super-ed tor the SNES, 

Sem “wobbly” Hickman checks it out. 


overcome problems. For instance, 
moulding into a lightworm will blow up 
any light bulbs on the Technofear level, 
and moulding into a clockwork orange 
in Toytown, means you can spit pips at 
other enemies. This keeps the game 
atmosphere fairly jovial and holds 
interest levels high. Dazzledazes's cat 
Dweezil also rips through the back- 
ground now and again, his only 
mission is to put you off. Unfortunately, 
he often succeeds, which again adds 
to frustration levels! 
Graphically, this is all very 
wonderful. Although there 
aren't any innovative graph- 
ical techniques used (apart 
from the main sprite), the 
graphics fit the game's 
atmosphere perfectly. The 


rescued individually, so PRO тір music is also great — earlier 


most of your time is spent 

going over the same parts 

of the level over and over 

again. This means that 

you're at greater risk of 

being killed and with only 

three lives and no con- 

tinues, this can become 

very frustrating. However, don't be put 
off — its not half as difficult as 
Lemmings. 

Many problems can be eliminated 
by picking up bonuses, which tend to 
pop out of nowhere but are often 
extremely useful. Trash cans allow you 
to pick up more than one robot, while 
extra time bonuses and invincibility 
aren't bad either. Super Putty himself 
can also mould into other creatures to 


levels begin with jovial 
plinkety tunes, but later on 
you'll get old Shadows’ 
renditions! The sound 
effects again are excellent, 
especially Putty's after- 
dinner burp when he's just 
absorbed something! 

In all, this does offer a substantial 
new twist to the age-old platformer 
format and it's good fun to play as well. 
It's certainly above average and will 
keep any platform fan entertained for 
hours on end. It's not quite a pure-bred 
SNES game, it doesn't have that 
pizzazz, but it's a good upgrade of the 
original Amiga game and will do well 
with platform fans willing to get their 
brains working. W? 


Just as you get to a crucial part in 
the game, along comes an annoying 
cat (above) to spoil all your plans! 
He doesn't actually do anything, 
merely putting you off at hairy 
moments! 

(Below left) Uncle Ted pops up now 
and again, to give a helping hand. 
He freezes your enemies, allowing 


you to complete the level. 
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PUBLISHER: SYSTEM 3 
SUPPLIER: SYSTEM 3 
TEL: 081 864 8212 
PRICE: £44.99 

OUT: Now 


PLAYERS: 1-2 

SKILL LEVELS: 1 

CART SIZE: 8Mbit 

SAVE GAME: Мо 

FEATURES: Platform/puzzle 
gameplay. 


CONTROLS 
А NO FUNCTION. 

57 ABSORB. 

< MOVE LEFT. 

P» MOVE RIGHT. 


X) INFLATE. 


YO NO FUNCTION. 
AQ STRETCH. 
B JUMP. 

JAB LEFT. 
REI 


PROS: Brilliant 
animation and graphics. 
Humorous gameplay and 
very tuneful soundtracks. 
Loads of levels with a high 
challenge rating. 

со = It's frustrating 
and there are too many 
enemies on screen. 
Gameplay is repetitive and 
some levels are too similar. 
Two-player mode is useless, 
as each player simply takes 
turns to play a level. 


GamePlay 78 
Longevity BS 


ORE 


Ж% «Ж. 


©С ОН Е ЕРШЕ» 


TO BE CONTINUED 


MOULD-BREAKING FUN! 


ith Mr Nutz making his 

debut on the SNES just 

last month and Dennis 

this, Ocean's commit- 

ment to the overly plump 

platform market seems 
as strong as ever. This time around the 
main man's an all American anti-hero, 
Dennis the Menace. No, not the 
maliciously grinning tyke, all barbed 
wire hair and knobbly knees that we 
know and love, but a mousy blonde 
teacher's pet. Watch him running, 
ducking and diving through the Home 
Alone-esque first level and there's not 
one hair to be seen out of place! 

The story-line reflects the rosy 
cheeked, Gnasher-less nature of this 
so-called ‘menace.’ Upsetting his 
neighbour's invaluable coin collection, 
and feeling ever so guilty 
about it, Dennis goes in 
search of all the coins he's 
managed to lose. Completing 
a level thus consists of 
finding five large coins and a 
certain number of the smaller 
variety. Inspired? Well, no 
but then Mr Nutz was hardly 
revolutionary either, and that 
was one of the best 
platformers to grace our 
humble office. 

Fortunately, then the 
quality of Dennis' graphics, 
one of the best things about 
Mr Nutz, does actually meet 
Ocean's increasingly high 
standards. The colouring is especially 
gorgeous: the rich red hues of the 
setting sun make the park level a treat 
to look at, whilst the steamy effect for 
the boiler level is just stunning. 
Individual sprites aren't too bad either 
with lolloping bunnies, flappy bats, 
speedy mice and red hot ants! Best of 
all is Dennis himself. Leave him be for a 
few moments and he'll coolly flick some 
bubble gum into his mouth, chew for the 
shortest while, before releasing a pink, 
popping bubble! Classy! 

Popping bubbles is also a 
fairly classy metaphor for 

gameplay, the pretty 
facade soon 


PRO 
RuN THROUGH MR 
WILSON BY GETTING 
HIT BY THE MOUSE 
First! 
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collapsing into an icky mess. Dennis's 
world is infested with all sorts of ugly 
bugs. Take Mr Wilson's house (please!) 
— not only is it huge but it also contains 
about a million mice, bats, birds, 
phantom boxing gloves, etc, etc. Now 
our Dennis may be tough, but he's no 
Uzi-toting Terminator who can simply 
blast his way through. Dennis's pathetic 
water pistol and limp catapult have even 
less impact than you'd expect, so the 
poor little tyke's continually being 
stopped in his tracks by one obstacle 
after another. It's just soooo infuriating, 
the all too numerous hazards 
preventing the game from being at all 
fluid. 

As compensation there's a generous 
number of hearts and continues which 
make the game possible. But for the 
first two levels, at least, 
gameplay is so irritating that 
the question as to whether 
anyone will actually want to 
finish something as fiddly as 
this seems reasonable. 
Persevere however, and 
things do eventually improve. 
The boiler level is not only a 
visual masterpiece, it also 
verges on a Pugsley level of 
fun with dripping pipes and 
blasts of steam interspersed 
with all sorts of boulder 
puzzles. 

Other highlights include 
the impressive guardians. Mr 
Wilson is the best, a huge 
sprite with Walter Matheau's face - 
grumpy, tired and sad! There's also 
some welcome variation in the 
gameplay. One level has a forced scroll 
with Dennis dashing to keep up, using a 
cart pulled by his pet pooch to leap over 
obstacles... 

So if you're a huge fan of the movie 
the video game isn't all that bad. 
However for anyone else Dennis has 
little appeal. The graphics and sonics 
are great, but overall gameplay is much 
too infuriating for it to seriously compete 
with so many other, better platformers 


such as Mr Nutz! Vj 


Life can be weird, can't it? 


Two people at exactly the 
same time thought up a 
cartoon character with 
exactly the same name. 
But while one stayed 
street cred and in the 
Beano , the other, 
American Dennis 
developed into а cartoon 
series and now а live 
action movie. Cue one 
Ocean game, platform- 
based of course, and an 
in-depth review by Dave 
“Gnasher” d 
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PUBLISHER: OCEAN 
TEL: 061 832 6633 
v 1 — PRICE: £49.99 
UD AUR AA с а € OUT. December 


PLAYERS: 1 
Often you'll have to jump from the The record players are mad, You can climb up the wooden SKILL LEVELS: 3 
arms of the sofas to get to high up haunted things, spitting out LP after things (above) and get to the One CART SIZE: BMbit 

platforms. LP in your direction. Up, situated just right of this... SAVE GAME: No , 


FEATURES: 20 levels. 


CONTROLS 
ZX NO FUNCTION. 

V. CROUCH. 

<] MOVE LEFT. 

[> MOVE RIGHT. 


CHANGE WEAPON. 
X( 

RUN. 
ҰС. 
АС; USE WEAPON. 


Я B JUMP. 
Те көзін кемі is a joy к. 
old with superb steamy FX a 3 
some wonderful ы. It plays ДЕЕ ЗЕНОН 


pretty well too, with all sorts of puzzles 4 
put in your way. To the right is the D В. SCREEN SCROLL. 


switch that opens the trap door to the 

attic. You'll need your pea shooter pee 

before you can flick this switch PROS: IS 
though... and sound = one of the 
better looking SNES games 
even if the first level is 
reminiscent of Home Alone. 
CONS: 
gameplay.is often awful with 
the multitude of obstacles 
making the going sloooow 
and exceedingly painful. 


Graphics SBS 
SOUND 83 
GAMEPLAY 72 
Longevity 726 


ORE 


uem. 


БСОНЕ —- 


A BIT OF A MENACE! 


he excellent intro sets out an 

intriguing story with two 

space-based forces waging 

war over a post-apocalypse 

Earth. Atmospheric music 
E and fx, beautifully detailed 
graphics, it really makes you want to 
play. And thankfully this slick 
presentation carries over to the game 
itself, with your opponents repres- 
ented by flamboyant anime char- 
acters; a psycho general, a blonde in 
а corset and many more. If you do 
badly they come on line 
to mock you, do well and 
they erupt in fury — 
lending real satisfaction 
to your battlefield 
successes. The video- 
screen conversations are 
extremely slick, complete 
with a radio interference 
ripple, but can be turned 
off at any time. 

Good presentation is 
fairly novel for a strategy 
game, but the real 
blessing is the game 
interface. Three different 
icon menus can be 
flicked through quickly 
and easily, each icon E 
accompanied by a text 2 


annotation which makes TOO STR 


their purpose obvious. 

Metal Marines may well come with a 
big manual, but just as with Sim City 
it's not really necessary. Half the fun of 
the game is working out the controls 
on your own, experimenting with all 
the whizzy gizmos and just messing 
around. 

Each of the twenty-one levels 
comes with a pre-established defence 
set-up, but you've also got plenty of 
dosh to spend building new ones once 
you've placed your three bases. The 
objective of the game is these bases; 
if you destroy your enemy's three then 
you've won, lose your three and it's 
game over. Your defences are 
enjoyably multi-layered, you've got 
ground-to-air missiles to take out 
enemy missiles, radar stations to 


enhance their accuracy, and gun 
turrets to provide last ditch defence of 
important buildings. Metal Marines, 
the eponymous robot stars of the 
game, provide both offensive and 
defensive firepower. 

The best attack method is wipe out 
as many enemy defences as you can 
with missiles strikes, then send in 
some Metal Marines to finish off the 
rest. However simply finding the bases 
isn't at all easy. One of the many nice 
touches is how enemy territory 
remains a complete blank 
until you've had a missile 
overfly it. 

Then, as you get 
further into the game, you 
have to start thinking 
about using supply 
depots, ICBMs, dummy 
bases, energy plants and 
weapon upgrades. These 
are all available right from 
the start, but initially you 
won't need to bother with 
them. In truth, Metal 
Marines isn't an amaz- 
ingly in-depth strategy 
game. The password save 
shows there's no overflow 
: between the levels, no big 
ING campaign to be attacked 

in different ways. And 

occasionally the game 
bogs down, with the enemy taking 
ages to finish you off even when 
you're in a completely hopeless 
Situation. However, compared to 
games such as Populous | found the 
strategy satisfying realistic and 
involving. When enemy missiles come 
in, desperately probing for where your 
bases are, you really do feel like 
you're engaged in combat with 
someone, or something! 

Apparently, Namco had a full eight 
man team working on the game for 
well over a year and the effort 
certainly shows. Each and every 
graphic is beautifully drawn to be both 
attractive and informative. You don't 
need a manual to tell you that if you 
half-close your eyes and squint really 


= 5 


hard that the blodge on the left is, in 
fact, a missile launcher. In Metal 
Marines it's immediately obvious what 
it is, and half the fun of the game is 
seeing these things in action, missiles 
streaking off to attack, huge robots 
marching about enemy territory and so 
on. 

This is a great game and whether 
you're interested in strategy or not, is a 
lot of fun to play with which is — after all 
— what SNES gaming's supposed to be 
about! Yr 
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PUBLISHER; NAMCO 
> DISTRIBUTER: TBA 
PRICE: TBA 

OUT: TBA 


PLAYERS: 1 

SKILL LEVELS: 3 
CART SIZE: 42Mbit 
SAVE GAME: Password 
FEATURES: Mega-robots 


CONTRO 


А CURSOR UP. 

57 CURSOR DOWN. 
«| CURSOR LEFT. 
P> CURSOR RIGHT. - 


xO) NO FUNCTION. 
ҰО SELECT METAL 


NO FUNCTION. | 
R ‘сток 


whilst the superbly 
designed user-interface 


bility to save a level in 
rogress, rather than 
ompleting it and getting а 


MEGA-HIT! 
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pd 


oh, І haven't participated іп 

motorbike racing since | had 

my Honda Melody 50cc way 

back in 1987. It may only 

have had a top speed of 

40Mph, but it certainly burnt 
the rest of the schoolkids off. Mind you, 
they were all on bicycles. Still, that 
trusty moped saw me through a good 
few teen years and when it eventually 
died in 1989, a tear was definitely 
shed. What would 1 do without my 
faithful two-wheeler? | could have 
learnt to drive, but as any die-hard 
motorbike fan will tell you, it just isn't 
the same. 

However, there was one comp- 
ensating factor. If | couldn't have my 
moped, | could have Mega Drive Road 
Rash. This at least came close to 
replicating the feeling of driving a 
motorbike. Unfortunately, 
nothing has come close to 
this on the SNES. GP 1 is 
the only motorbike game 
available, and that’s not 
exactly packed with drop- 
dead action. The bike 
moves at a sluggish pace, 
the land-scape is totally 
bland and there isn’t even 
much challenge involved. 
Now Namco have released 
their own sim, developed 
from their smash hit four- 
player coin-op. 

Thankfully, Namco's 
game seems much more 
impressive. There are a 
multitude of gameplay 
options, various time trials 
and even a two player split- 
screen option. In all, there 
are five different circuits to race on and 
to become Suzuka champion, you'll 
have to succeed in all five. You have a 
choice of engine size — 250cc, 400cc 
or 750сс - which correspond to skill 
settings, with the latter being a real 
speed demon. You can also tune the 
bike to your own personal preference, 
altering its handling, colour and even 
the control system! 

If you're a bit shaky on the handling 
of the bike, it may be useful to enter 
the time competition. Here you race 
alone against the clock. The real 
challenge comes in the 
form of the Tour 
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option. Action begins on Track A and 
as you become more proficient, you 
can progress to the more difficult 
tracks. However, you don't have to 
race all five tracks to get to the Suzuka 
race. You can simply retire from each 
race and progress to the next one, 
which eliminates a rather large amount 
of the challenge. This doesn’t make 
much difference in reality though, as 
the game is so difficult! Accelerating 
on a straight is easy enough, but if you 
want to move in any direction, you'll 
probably find yourself veering off the 
screen. The controls are incredibly 
sensitive. And after you've crashed, it's 
often difficult to get back onto course 
again without losing loads of precious 
time. Inevitably, you end up in last 
place in many of the races. The 
controls do become easier, but 
crashing will always present 
the same problems. 

One of the main reasons 
the bike is so hard to control 
is the speed of the game. A 
DSP chip super-charges 
Mode 7 for coin-op style 
action. But | doubt any coin- 
op would offer such 
challenging controls, you'd 
spent £50 just getting used 
to it! There are also some 
impossible bends to man- 
oeuvre through and you'll 
find yourself memorising 
their every twist, just to get 
past them intact. 

Graphically, this is very 
similar to F-Zero, but it 
doesn't seem to hold any of 
the excitement. As in GP 1, 
the landscapes are bare 
and there are no hills at all. There are 
a few tunnels, but they are absolutely 
appalling and disappear almost as 
Soon as they flicker on to screen. 

Suzuka 8 Hours is an adequate 
attempt to replicate the thrills of bike 
racing and at times, it almost makes it. 
Unfortunately, there isn't enough action 
to keep interest levels high and the 
control system is way too sensitive. 
However, if you can get past this 

hurdle, this has plenty of 
>, speed and challenge to 
keep you going until 
SNES Road Rash 
appears. |)» 


TRACKS 


SS 


SPEED RIDING COURSE 


NNER 


THROUGH THE 


ron 
HOU FAST сам you 
LONGEST 


ACCELERAT ION 


TRACKS 


CHALLENGE 


UITH Упир FINEST TECHNIO 


COURSE B 


MAX IMUM SPEED 


CORNER ING 


ORDINARY CIRCUIT CONTAINING 
а FEU HARD POINTS. 

RE CAREFUL ESPECIALLY AFTER 
CORNER "г>. 


Suzuka 


(Above left) In the options, you can 
choose whether to hit your 
opponents or not. Turning it on 
causes opponents to fall off their 
bikes! (Opposite) Each time a sharp 
turn approaches, an indicator will 


appear telling you which way to go. 


Oh, and if you get bored, you could 
always change your racer’s colour! 


THE MOST DIFFICULT COURSE 
ORGANIZED UITH MANIACALLY 
Mannnu CURUFS. RINE cant, 
SEVERELY, AND CONCENTRATE. 


Two-player mode is 
the most enjoyable 
option in the game, 
as it gives you a 
chance fo prove 
exactly who is the 
quickest man on the 
road. This mode is 
exceptionally fast, in 
fact sometimes it's 
too fast! More often 
than not, you'll end 
vp losing control 
over your bike, and 


unless you can 
recover quickly, you 
may as well forget 
about winning any 


medals! 


PUBLISHER: NAMCO 
TEL: 071 5842670 
PRICE: TBA 

OUT: December 


ORDINARY CIRCUIT CONTAINING 
A FEU HARD POINTS. 


ве CAREFUL ESPECIALLY өстен PLAYERS: 1-2 
SKILL LEVELS: 1 27 
SUZUKA CART SIZE: 8Mbit 
SAVE GAME: Password 
FEATURES: Two-player 
simultaneous action. 


А MOVE FORWARD/CHANGE 
UP A GEAR. 

V. CHANGE DOWN A GEAR. 

<| MOVE LEFT. 

P» МОУЕ RIGHT. 


x NO FUNCTION. 
YO ACCELERATE. 
AQ ACCELERATE. 


BO BRAKE. 
SLIDE LEFT. 


(R) SLIDE RIGHT. 


Wickedly fast, 
highly challenging and great 
in two-player mode. 

Over-sensitive 
controls. are very difficult to 
master, graphics are too 
bland. 


Graphics 7O 
SOUND 68 
GaAvEPLAY 7O 
Loncevity 75 


SCORE 
= E Ех SCORE 
аңыра WILL ONLY PROBABLY SUIT 
EXPERIENCED RACE RIDERS. 


овотомс 
SPANKER 


Scuunmrca 
GuARDER 
MAGNET 


IMPORT 


Ever fancied yourself as a bit of a dictator? Just 
imagine, your own empire to do exactly as you please 
with! The SNES has seen this game format many a 
time recently, with releases such as Mega-Lo-Mania, 
Populous 2 and Sim City topping the bill. However, .. | 
Utopia has a feature all of its own. It's setin outer 
space and as well as keeping your population in order, 
there's enemy forces to combat too! Sam Power 
crazed” Hickman gets the SuPERPRO troops in order and 
sets about creating her own personal dictatorship. 


=оооо 


юе/гзэемггозо 
- 3.5 


BUILD WORKSHOPS AND 
LABORATORIES IMMEDIATELY, AS 
IF YOU DON'T, ENEMIES MAY 
START АТТАСКІМС YOU. THIS 
LEAVES YOU DEFENCELESS, AS 
YOU NEED AT LEAST 28 DAYS 
TO START PRODUCING 
WEAPONS. 


Here we see the many buildings you 
can construct in the game, alffiough 
it’s wise to plan before you Begin to 
build anything. For іпзапсе, 1/5 по 
good building a sports complex if ] 
the people don't already have 
enough living space. Similarly, there | 
must be a high enough Іеуе/ оЁ 
employment to keep the quality'of 
As it < 5, Utopia is а s lable. F life and production of goods Gha 
S, te | d conversic а 3 ір high level. 
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EARTH OFFERS 
ат ^ созт оғ 


you 34 нем 
100 CR EACH. 
TOTAL COST: 3400 CR. 
инат IS vouR 


REPLY TO EARTH? 
«KEYS: V-VES. о» 


т=н 


Often, if-you.don't have enough 
people fo construct buildings, you 
will be offered help from 
neighbouring planets. 


__48/SEF 7/2090 


| 
| 
2 


| 
! £ ә 


Eachilevel has a different terrain, 
with different problems to overcome. 
Here, the land will need more power 
due to weather conditions. 


; eta 
Me j 
E b. ч, % 4 
i Inventor 2 = Дағды: | 
mea Environmentalist 
ж ж. 
| > = жатыс. = 
—À [s | 
Psychiatrist > de War advisor 


Below, а map of. the complete colony. Different perspectives show different 
РОЇ Of interest, afid убо cdmswitch fromibuilding, military and mining 
modes. Ifyou find'thar you can't produce айс tanks, you'll teva fo mine for, 
ore. So, this Option is prettpuseful! 


CONNAND CENT E Rime] 
ORE DEPOSITS. 


INE HORKS — 
[LIVING QUARTER 
mmFUEL DEPOSITS 


nS Ў Ex 
CHENICAL PLANTES 


Below, spy reportsigive you the low 


down др alien acfiyity. The more 
funds yov allocaté the spies, the more 
useful information they'll provide. 


WE &67 CR 13498 19/SEP/Z0 


INTELLIGENCE REPORTS 


= 


д 
UP CLOSE, THE SHAPES ARE 
BETHEEN 1 RND & HETERS HIGH. 
RND PERFECTLY SHOOT! HITH NO 
VISIBLE s < 


Above; dh overhead view of the 
gameplay dreg. You can construct 
any building you want, as long as 
it’s within 12 squares of a flux pod. 


SUPER Ш> Б, DECEMBER 1993 


PUBLISHER: GREMLIN 
SUPPLIER: VIDEO GAMES 
< BOX 
© TEL: 0425 616705 
PRICE: £49.99 


PLAYERS: 1 © 

SKILL LEVELS: 1 
CART SIZE: 8Mbit 
SAVE GAME: Yes | 
FEATURES: Loads of 
and engrossing si 
gameplay. d 


ngle 


t's 2129 and the planet Tirmat is 

faced with apocalypse, а 

temporal rift threatening to 

swallow it whole. The Tirmatians' 

only hope is to invade Earth, their 

shock-troops plunging into the rift 
to attack humanity in earlier, less 
defended times. Earth's only response 
is a squad of elite soldiers, swiftly 
ambushed before their mission even 
begins. There is only one survivor, 
only one hope left for Earth... 

One man against the alien hordes, 
the most spectacular set-tings from 
Earth's history - it all 
sounds too good to be true. 
And, to put not too fine a 
point on it, it is. Time Slip 
was actually programmed in 
this country, Japanese giant 
Vic Tokai presuming West- 
ern programmers such as 
Sales Curve would know 
their market best. Which is 
probably true, but from the 
moment the game begins 


rous concepts, surely the one most 
levelopers is time travel. Instead of 
theme, you can hop across all 
ras, picking and choosing the most 


n 1 4 A »! І ы 
phics, but gameplay too. Ryan "McFly" Butt 
asks how well it will stand the test of time. 


when our hero is armed to the max, 
he fails to give off that King 'Ard 
appeal that's so vital to enjoyable 
blasting. Our hero, it has to be said, is 
a bit of a wimp. Then there's the 
backdrops which fail almost entirely to 
do justice to the concept. It's all very 
well creating a coliseum full of lions to 
represent Rome, but what about the 
Romans themselves, surely they 
couldn't have all been wiped out by 
the invaders! The level guardians are 
also very dodgy (did 20ft Knights 
really stalk the land in 1059 AD?) and 
range from the ridiculously 
easy to painstakingly hard. 
The only particularly 
impressive graphics, albeit 
the most useless, are the 
Wing Commander-esque 
intros, as they set the 
Scene perfectly and keep 
you up to date with just 
where the heck in time you 
actually are! Also good is 
the music, the tunes being 


ou know the game's fairly pleasant with thum- 
à T PROTIP ШУ? 


ambition overshoots its 


ping basslines to convey 


programming resources by А ВІТ OBVIOUS, BUT the urgency of your 


quite some way. 


SAVE YOUR WEAPONS mission. However, the spot 


The game's format is FORTHE GUARDIANS — effects leave much to be 
similar to Konami's Super yey TAKE A LOT ОҒ desired, particularly the 


Probotector consisting of BLASTING! 


action-heavy, platforming 

levels interspersed with different 
game-types. In Time Slip we're 
treated to some extremely fast, Jedi- 
style speeder bike sections. These 
are, in fact, by far the most fun part of 
the game, some rapid-fire side- 
scrolling action is always welcome 
even if it's somewhat sluggish and 
simplistic. 

The platform levels are even less 
impressive. Like most shoot-’em-ups, 
there are a multitude of assorted 
power-ups for the taking, but even 


SCORE :G00434663 
Тос : ЕЕЕ 


half-hearted groans let out 

when an enemy perishes! 
The whole game is, in truth, very 
much a half-hearted affair which is 
totally overshadowed by the excel- 
lence of the Konami game it owes so 
much to. As platform shoot-'em-ups 
go, Time Slip offers nothing remotely 
new. In fact it is little more than a sub- 
standard Probotector rip-off, which is 
quite addictive and enjoyable for a 
short period, but lacks imagination 
and the all important two-player mode. 
A very tame and tired affair for true 
fanatics only! W? 


The 20 foot tall Knight 
that stalks the end of 
the Medieval level 
takes hours to kill 
unless you have some 
awesome fire-power 
(left). Faces, faces 
everywhere! Our hero 
is alone in the dark 
amongst a gallery of 
highly amused (and 
really quite ugly) 
skulls (right)! 


The speeder-bike section (below) 


does well to break down the 


monotony of the multi-directional 


scrolling levels. 


SCORE :00060732 
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© Controllers 
Leaders of the Pack... 


SG PROPAD 2... 
the Champion’s companion. 
@ Digital Autofire setting 
@ LED display setting 
€ 6-Button ‘fighting’ layout 
@ Programmable ‘syncro-fire’ 
€ Slow-motion function 
@ Extra long connector cable 


SRP £22.99 inc. VAT. 


The new QJ SG ProPad 2 is designed to 


match the best of the new 

generation of video games for the 
SEGA Megadrive. It has a 
programmable feature which allows any 


combination of fire button moves to be “ Plays to 


assigned to a single left or right fire button. B 
The recorded combinations are all indicated in the LED panel. Thrill oot 


PROGRAM PAD 
@ 30 pre-programmed special moves, including a secret code! 
@ 6 memory spaces to program your own combinations 
@ Mirror function doubles number of pre-programmed moves 
@ LCD control panel to display action sequences 
€ Independent autofire control 
€ Slow motion 
© See-thru casing. 
SNES VERSION 


SV 337 5 Wy 4 S, “ 
£39.99 inc. VAT. /4 oe \ 


SEGA VERSION А 
\ 5 K ) PROGRAM STICK 


SV 437 
€ 30 pre-programmed 
special moves, including a 
-” secret code! 
d € 6 memory spaces to program your 
own combinations 

€ Mirror function doubles number of pre-programmed moves 

€ LCD control panel to display action sequences 

€ Built-in backup battery for memory storage 

€ Independent autofire control & Variable slow motion 

€ Rotatable fire button pad 


SNES VERSION SV 336 £49.99 inc. VAT. 


A New Generation of Controllers from Spectravideo that Will Take You to the Highest Levels of Gamesplay and 
Make You Wonder How You Ever Managed With One of Those Ordinary Types 
LEADERS of the PACK.... STICK WITH US! 


More Winning Products from 


QJ Products are available from... 
BEATTIES @ BLOCKBUSTER/RITZ @ BOOTS @ COMET @ CURRY'S e DIXONS @ FUTURE ZONE @ GAME @ HMV @ JOHN MENZIES @ 
OUR PRICE @ RUMBELOWS @ WH SMITH @ SOFTWARE PLUS @ TANDY @ TOYS R US @ VIRGIN ... and all the Best Computer Shops 
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OFFICIAL 


otal Carnage opens 
perfectly, a 31016 muscle 
man shuddering on the 
end of a truly ginormous 
gun, giving it plenty of 
muzzle flash. Next up it's 
BNN's Candy Blitzer chatting to the 
camera before being grabbed by a 
mutant. The plot-line, brilliantly 
expanded in the hilarious manual, has 
hundreds of reporters and bikini-clad 
civilians kidnapped by Kookistan 
dictator, General Akhboob. Step 
forward, Captain Carnage and Major 
Mayhem - 'the 21st century's most 
dangerous (and smallest) battalion... 
classification: expendable!’ 

Unfortunately, when the short intro 
closes, the revealed battlefield is 
rather less than coin-op quality. The 
dull desertscape has broad swathes of 
ground entirely lacking any 
kind of detailing, the sprites 
look and move like NES 
characters and your initial 
firepower is puny. To 
recreate the coin-op, with 
its free-flowing mix of 
horizontal and vertical 
scrolling, huge enemy 
vehicles and numerous 
sprites, THQ appear to 
have gone for Mode 0 with 
its consequent severe 
colour limitations. 

However, if you hesitate 
before flinging down your 
control pad in disgust 
you're likely to become 
caught in the vice-like grip 
of one of the most addictive 
and playable SNES 
shooters yet. Right from 
the off, the enemy on- 
slaught is relentless. A few, solitary 
soldiers soon give way to massed 
squads, a huge APC comes trundling 
in from the left — blast it open and fire 
erupts, the burning vehicle bolting 
right as flaming mutants leap out to 
continue the attack! Later on there's 
green globs which splat down as 
harmless looking puddles, before 
rising up as axe-wielding maniacs. 


PRO tip 


There's also purple hopping mutants, 
flamethrower-armed giants, mines, 
caterpillar-tracked robots and much 
more. The excitement of dealing with 
them isn't simply due to the fact that 
THQ have crammed so many on 
screen, but also because they've all 
got their own distinctive attack 
patterns. It's total overkill! 

Then there are the end-level 
guardians. These tend to divide 
people along love/hate lines. These 
guys are so huge, so tough, so 
ferocious they take ages to blast apart. 
But this is where the game's brilliant 
weaponry comes in. As with Smash 
TV, Total Carnage uses the SNES's 
four fire buttons for full, eight 
directional fire independent of which 
way you're moving. Unlike most shoot- 
'em-ups, where you simply hammer 
the firebutton while dodging 
enemy fire, here you're 
simultaneously dodging the 
enemies and aiming your 
firepower. It's good fun and 
there's a spectacular range 
of upgrade weapons. The 
blue plasma weapon is a 
particularly stunning effect. 
All the weapons have limited 
ammo, but that's part of the 
fun as you frantically grab 
new weapons - along with 
bonus-boosting gems and 
hostages. This is a fantastic 
game for high-score fan- 
atics. 

Allin all, Total Carnage is 
a totally relentless, playable 
shoot-'em-up and a good 
conversion. However, having 
said that no-one held a gun 
to THQ's head and told them 
to convert Total Carnage. They could 
have gone for an original game like 
Axelay or Super Probotector , which 
suits the SNES more. Total Carnage 
has some neat graphical effects, 
particularly the death sequences, but 
overall it looks a bit dull and that 
combined with the huge challenge 
may put off people who aren't 
hardened shoot-'em-up fanatics. 1)? 
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One of the best bits of ће game are 
convoys of tanks and Scud launchers 
(top). Set them afire and they zoom 

screen at top speed. The best 
tactic is to drop a mine before them 
and quickly get out of the way! 


Rre Getting 


ve Feed Fron Downtown 


STANDARD 
ASSAULT RIFLE 


GRENADE 
THROWER 


Love ‘em or hate ‘em, mega-guardian 
confrontations (right, below) are a key 
part of the game. The huge creatures go 
through numerous changes before finally 
giving up the ghost. It’s a pity then that 
you can’t call in an air strike (left). On key 
targets the ability to bring down a 
fusillade of missiles is most satisfying! 
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Total's presentation is genera 
good. Below completing a тї 


a nicely rewarding totalling up of all your 


bonus points. Total is obviously 
for high score fanatics, and the 


competition to be the player with the most 


very 
ion brings 


excellent 


Ете іп two-player mode is extremely 


ierce. 


PUBLISHER: THQ 
TEL: 0372 743744 
PRICE: TBA 

OUT; December 


PLAYERS: 1-2 
SKILL LEVELS: 1 
CART SIZE: BMbit 
SAVE GAME: No 
FEATURES: Simultaneous 
two-player action. 


А. MOVE UP. 

5/7 MOVE DOWN. 
<] MOVE LEFT. 
D» MOVE RIGHT. 
x 
Y 


FIRE. 
FIRE. 


А J FIRE. 
в О FIRE. 


L DROP MINE/CALL AIR 
STRIKE. 


TR) DROP MINE/CALL AIR 
STRIKE. 


Р “Тһе most 
intense, heart-attack 
inducing shoot-'em-up yet. 
This game never stops, it 
just gets harder and tougher 
with more and more stuff 
being thrown at you. 
Brilliant control system, 
power-ups and bonuses. 
Sound FX are excellent... 


> ...but music is 
bland. Grap 


hics are 
generally unimpressive, 
while gameplay variety isn't 
quite good enough to 
compensate for non-shoot- 
"ет-ир fanatics. 
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TOTAL OVERKILL 


James Cameron's 1991 


box office smash provides 


huge scope for a videogame with its state-of-the-art 
special effects, action-packed chases and stunning 
scenarios. So who better transform the movie's frantic 
action onto cart than Acclaim, the company 
responsible for the excellent Alien 3! Ryan "T1001" 
Butt finds out if the game lives up to the name! 


s in Mindscape's original 

Terminator title, T2 follows 

the film's plot very closely. 

The action begins in a 

seedy truck stop where as 

the central character 
(Arnie), you must find the address of 
John Connor, as well as arming 
yourself with a hefty arsenal of 
firearms. You're free to wander around 
the game's environment 
(albeit in a linear fashion) 
and indeed, it's necessary 
discover weapons, etc. 
Once you've obtained a 
gun, getting rid of enemies 
becomes much easier, as 
Arnie's Heil Hitler-style 
punch is absolutely 
useless, not to mention 
hilarious! 

After locating the 
address, you'll hop on to 
an awaiting Harley and 
cruise across town to 


PRO tip 
Ar JOHN CoNNOR'S 
HOUSE, SHOOT THE 
BURGLAR ALARM TO 


the mall to find John, blow up the 
hospital to find Sarah, blow up the 
Cyberdyne building, and finally blow 
up the T-1000! Despite how repetitive 
this sounds, each level is instantly 
compelling as our hero can interact 
with his surroundings, collecting 
weapons and objects along the way. 
Also, with this amount of firepower 
who cares about being repetitive?! 
Arnie can destroy almost 
anything in his path, 
telephone boxes, plants, 
bins, shop windows, arcade 
machines...you name it, 
he'll demolish it! 

All of which leads on to 
the question; how much do 
graphics matter? T2's, as 
you can see, are really 
rather appalling. The whole 
look of the game seems like 
a spruced up NES game — 
the sprites are jerky and lack 
several, crucial frames of 


John's home. He's not in, PREVENT BEING animation and the back- 
but at least you're able to HASSLED BY THE grounds on the first level at 
grab a photo, so you can COPS. least, are very basic and 


positively identify him later 

in the game. Be warned though, 
although it's not difficult to blast 
enemies in these stages, it's very 
difficult to locate objects scattered 
around the environment. 

Gameplay becomes easier after 
the first two levels, although it has to 
be said that they're not as imaginative 
as the preliminary stages. In fact, 
they're all pretty standard — blow up 


bland. Thankfully though, 
they do get slightly better. Take the 
multi-directional scrolling chase 
sequences. Okay, the main sprite is 
even smaller, but the landscapes and 
towns are excellently drawn with the 
same attention paid to detail as in 
Desert Strike! 
The game also does well out of its 
movie licence; a red targeting box 
homes in on objects and unidentified 


SUPER s» 


personnel to simulate the T-800's 
vision. The T-1000 also crops up 
occasionally in the early levels, then 
launches into an all-out attack in the 
hospital. His very presence can be 
quite unnerving as you never know 
where he might spring from next, he 
could be an innocent pot-plant or 
perhaps a seemingly harmless 
dustbin! 

T2 is a worthy purchase for fans of 
the film and indeed anyone looking for 
something slightly different. If you can 
see past the rather crude exterior and 
get to grips with the highly chall- 
enging, playable and compelling game 
underneath, then you won't be dis- 
appointed. A worthy film license that 
goes to show that graphics aren't 
everything! W? 


you'll find a high- 
powered automatic rifle 
which is vital when 
rsen Sarah. Hotly 

pursued by the ii 1000, 
Arnie arrives at John's 
house (below). 


Having recently 
acquired his bad-to- 
the-bone get-up, Arnie 
must now scan the 


poised rima PUBLISHER: ACCLAIM 


Connor's address (left). E TEL: 071 344 5000 
The underground car PRICE: £49.99 
park of the Mall (right) OUT: November 
is simply brimming 
with destroyable PLAYERS: 1 
езе; сз Amie SKILL LEVELS: 1 
demonstrates here. CART SIZE: SMbit : 
Having already blown- a X с E : 

4 up some poor sod’s Б š Ering SAVE GAME: Мо 2 
car, he then proceeds F FEATURES: Terminator-s' 
їо pump a few rounds head-up-display! 
into John’s motorbike! 


A CLIMB. 

V. CROUCH. 

<j WALK LEFT. 

D> WALK RIGHT. | 


x NO FUNCTION. 


Having rescued Sarah from the hospital, our heroes make their escape in 
a commandeered police car. However the boys in blue are already on the 
case to sante ps along with the Т-1000 in his stolen rig (above). 

The poly-alloy Т-1000 takes a few hits in the hospital corridor (above left). 


closely, va 
nail-bitingly tense 
confrontations, highly 
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some poor 
animation, dull tunes, only 
one life to complete the 
дате with no passwords or 
attery.back-up...it’s 

lan Arnie himself! 


Your primary objective is to locate and You must then rescue the mother of the TERMINATION FOR THE MASSES! 
protect John Connor. The T-1000 is hot future herself, Sarah Connor. Her 
on your heels so watch your back! assistence is vital to your mission. 


You've got the slickest 16-bit 
console. Perhaps the CD system 
too. Now get the only magazine 
That really shows you what's 
happening on the vibrant 16-bit 
Sega scene. 


Mega Power is 100% Sega Mega 
іһ Аорта ду! Drive and Mega-CD. It carries 
massive reviews so you can get 
all the information on the games 
you want to read about. 


It is the essential read for power 
players. 


Each issue is packed with vital 
playing tips, revealing features, 
exclusive news from around the 
world and complete buyers' 
guides. It's a must. 


Mega Power comes from the 
publishers of SegaPro and Sega 
XS, so quality, accuracy, 
essential editorial and value for 
money are guaranteed. 


Get Mega Power every month — 
it’s the only magazine to feature 
fully playable demos of the very 
latest Sega Mega-CD games 
every issue! 


e power read Tor Mega Drive players 
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If you're having difficulty obtaining a copy of MEGA Power, or you wish to place a Please reserve me a regular copy of Mega Power | 
regular order for it, hand this form to your local newsagent. 

Dear Newsagent Мате ыле ЕК нера 
Please reserve me a copy of Britain's essential read for Mega Drive and Mega-CD АЧЧгөз5$ Жалы en E AE VE Па DT 


owners, MEGA POWER. It's а packed magazine covering the latest reviews, news, 
features and playing tips for Sega's 16-bit systems. 


МЕСА Power is available the third Thursday of every month and is priced £1.95. 
(t cese uM CMM C dU t x eI oa Жана ua uA CM cM QM I qu Dr 
Paragon Publishing Ltd (0202 299900). It is fully SOR. PEEKE 


The Ultimate Games 
Bible For SNES Players! 


€ Big. Not just larger-than-A4 in size, but 
packed with over 150 information-filled 
Super NES reviews squeezed into more 
than 220 pages. 


€ Collectable. Perfect bound, glossy, full 
colour, fact-packed - all the ingredients 
necessary to ensure it's referred to again 
and again. 


Ф Authoritative. Every Super NES game 
review occupies at least a page, so you 
know exactly what the game is about, 
how it plays and what it looks like, 


The essential 
guide to all 

super NES games 
is out now! With 
over 220 pages, 
150 reviews and 
5,000 screen 
shots, it's the most 
comprehensive 
read you'll find! 


| ! The Complete A-Z of Super 
| NES Pim ie Order Form 


l Рн OTTIS M BODY GU CONES АСС О Лара NES Gori at 9398 РАН 
1 £1 p*p to the following addr 


Мате. Е 4 " «Signature 
Address . 
Postcode ПАСТИ Phone n? 


Method of payment please indicate your choice 


LI CHEQUE / POSTAL ORDER 
Please.make payable to Paragon Publishing Ltd 
O CREDIT CARD Expiry date - 7 у 


Card number. ГА / 


Please return this coupon or a photocopy of it (together with your pauore / rad 
if applicable made payable to БЕКЕН Publishing Ltd) in an envelópe to 
following address: SNES-A-Z Offer, Paragon Publishing На; FREEPOST (BH 259". 
BOURNEMOUTH, ЕНІ TBR, It won't cost you a penny іп stamps If posted іп the. 
UK. Alternatively, call our credit card hotline on 0207 299900 or (ох us with your 
details on 0202 299955, 


NB: The Complete A-Z of Super NES Games feafures reviews of games released 
between the launch of the SNES and Christmas “93. 


n its day Might and Magic 
11 was the most advanced 
RPG ever, with an 
automap at the touch of a 
button, an ever so friendly 
user interface, strong 
graphics and a hugely complex 
adventure. Nowadays PC adventures 
may be leaning toward the cuter, more 
graphical style of the LucasArts 
games (soon to be imitated on SNES 
by Young Merlin), but Might And 
Magic 1! was never supposed to be a 
graphic showcase. It takes its 
influence from older adventures where 
any images were supposed to 
strengthen the sense of adventure, 
rather than be valued for themselves. 

As a consequence you'll find Might 
and Magic Il a lot more complex than 
the Dungeon Masters of this world. 
There, any problem solving consisted 
of finding keys and pulling switches in 
a very linear fashion. Here - 
your adventure isn't really Ў 
one adventure at all, but 
lots of mini adventures each 
drawing you a little closer to 
your final goal. These 'mini 
quests' may consist of 
defeating monsters or 
rescuing helpless charac- 
ters and with each one you 
overcome you'll be reward- 
ed not only with gold but 
increased attributes and 
skills, necessary to be 
strong enough for the final 
battle. Importantly, each 
mini quest is optional — 
there's a lot of freedom here. Turn 
down too many of them though and 
you may find yourself a little 
unprepared... 

Unprepared for what though? Well, 
the story-line goes something like this. 
Your world is the Land of Cron. Once 
a beautiful, peace-loving country it's 
now a place of chaos and despair. 
Wise elders are disappearing 
mysteriously, dark, shadowy figures 
emerging. All this is linked to the 
disappearance of the ‘Orb,’ an object 
of great power. In the old days it 
defended the people against Gralkor, 
one of four, evil Lords who used to 
govern the Earth. It's your job to 
recover the Orb and the tranquillity it 


once ensured. 
Like Dungeon Master, Might and 
Magic ІІ uses а 3-D perspective which 
is usually made up of cold stone walls 
and wooden doors. However, it's not 
all like this and you can travel through 
haunted forests and soul-freezing 
tundra's. Moving your party anywhere 
is very easy. Unlike Dungeon Master's 
idiosyncratic control system this one's 
a case of move the D-pad in the way 
you want to go and, hey presto, you're 
away. You can only move in four 
directions, but unlike Dungeon Master 
and its eight directions Might and 
Magic's layout is a very open one. 
There really is the freedom to go 
anywhere you want, with new doors 
and tunnels opening themselves up 
every couple of steps. It's best then to 
visit the cartographer almost 
immediately. He supplies the automap 
option which is vital if you want to fully 
«4 explore the game, making 
E sure that you haven't 
А!) missed out any crucial clues 
and objects. Don't, for 
example, enter the cavern 
depths until you've prepared 
your team fully — this 
doesn't only mean giving 
them armour and weapons 
but also building up their 
stamina, strength and 
LEAST fighting skills. There are 
КЕК It over 250 different types of 
D monster in the game and 
/ the caverns feature some of 
the fiercer ones! 
Of course, Might & Magic 
ll is now really rather dated. It mimics 
the form of traditional RPGs, but 
without the interaction of a group of 
friends arguing about things, all the 
stats can seem very dry. Similarly, the 
quests are numerous, but not overly 
complex. Zelda and Shadowrun 
ultimately convey more of the 
excitement of RPGs, even if they lack 
quite the scale and openess of Might 
and Magic ll. However, with such a 
dearth of English language RPGs it's 
good to find Elite taking a risk with 
what is, after all, a very competent 
conversion of a classic PC RPG. If the 
scenario excites you, this offers 
months of enjoyment with M&MIII 
promised for the new year. P- 


А 


OFFICIAL 


OFFICIAL 


Like most RPGs you begin by 
choosing characters. The six that 
you're allowed to take to recover 
the orb may be chosen from a 
preset six or from one's that you've 
created for yourself. Actual 
statistics of a generated character are determined by rolling three 
computerised dice, numbering 1-7. You're allowed to keep re-rolling 
until you have the particular attributes you think are required. 
Wizards, for example, won't need much ‘might’ but do require 
‘intelligence.’ Knights, on the other hand, require the reverse. In 
addition to determining the nature of a character (ninja, sorcerer, 


A rather vicious looking plant 
(above) that needs more than flies to 
fill its organic tum. If you find a 


battle with a creature such as this is etc.) and their particular attributes you also get to choose what type T 
sapping your energy, remember it's of creature he or she will be. If you want a character to be an Elf, for 
best to run away, select the sleep example, points will be deducted from might and endurance and 
option, regain lost HP, and then added to intelligence and personality. Make a character a Half Orc 


return. however and points will be taken away from intelligence and added CONTROLS 


to might and endurance... 


Above and below, just two of the 
many different types of monsters to 
be found here. Éach has their own 
strengths and weaknes - some, for 
example, don't react to magical 
weaponry whilst others don't react 
to non-magical weaponry. It can get 
confusing but, fortunately you don't 
really need to know all of this on 

'our first outing. There's a strong 
learning curve and by the time 
you meet some really tough foe you 
should know what to do... 


The and Magic map reveals, in glorious technicolour, just how 
large ape nie a lag nate к е drer joes 
ene ~ a arge part oit s in the groat өмі. 2 CONS: 


When you meet your first set of 
monsters a panel appears on 
screen automatically listing what 
they are and how strong they 
are. Initially you have four 
options: attack, hide, run or 
bribe. If you choose to attack 
more options present 
themselves, attack and fight 
being the two main ones. 
Choose ‘Attack’ and your 
character will automatically 
choose the best form of attack Ба зы a ЗЕ 
against the first person he/she 
sees. If you choose 'Fight' on r 

the other hand you're » able to select which character to attack. When 

you've accustomed yourself to the various creatures and weaponry 

this option makes for much more effective fighting. Finally Жор сы > 

remember it's always best to run away if HPs are low. Only in this 

way will you be able to survive to fight another day! 


IMPORT 


Plok is the sort of game that could only come from 
Japan... or spaced out Mancunians Software Creations. 
ndary for numerous classic coin-op conversions on 


8-bit computers, 


, the company have now produced their 
first original SNES game. And by 


original, we mean 


original. Forget Incredible Crash Dummies - this guy 
uses his arms and legs as missiles! His only mission 
is to rid the world of fleas. Bizarre? 

Sam "itchy" Hickman investigates. 


S soon as Plok bounds on 
screen it’s obvious he's not 
your regular kind of super 
hero. In fact, he rather 
reminds me of one of those 
obsessive stamp collectors. 
You see, Plok’s main hobby is 
collecting flags, and he uses them to 
mark out his territory on the land of 
Akrillic. Only someone’s gone and 
stolen his favourite flag, the one that 
sits outside his own house. Now he'll 
have to travel al! over the world 
(groan) to get it back. 

Action focuses around 
your usual platform action, 
although it has to be said 
that everything in Plok has 
been finely tuned to give 
the player utmost enjoy- 
ment. Your mission is to 
battle though every level 
and raise the flag situated 
at the end. However, it 
seems as if someone is 
having a bit if a laugh on 
Plok, as many fake flags 
have been substituted for 
the original. 

At the beginning of the 
adventure, you may feel as 
if this is suited to the 
younger player (there is 
actually a difficulty option 
aimed specifically at children) and to 
be honest, this is probably true. 
There’s nothing too tricky in the earlier 
levels and the Shprout enemies just 
take one punch to get rid of. However, 
after you've completed level one, the 
challenge is stepped up a significant 
amount (you'll discover that some 
rotter has actually nicked ALL the 
flags, and Grand pappy's amulet too) 
and enemies that used to take just 
one lob of Plok's limbs to destroy, now 
take three or four. There are also 
many more enemies and it's in level 
two that you'll meet Plok's real pet 
hate, the fleas. They won't leave Plok 
alone and unless you exterminate 
every single one in each level, you 


PRO 


TRY AND SAVE OPENING 
THE PRESENTS UNTIL 
YOU'VE LOST ALL YOUR 
ARMS AND LEGS. EACH 
TIME YOU OPEN THEM, 
YOUR FIRE POWER IS 
RESTORED. 


won't be permitted to progress to the 
next stage. 

Even though the challenge 
becomes progressively higher through 
the levels, there are a few more 
elements to make Plok’s quest even 
more difficult. For instance, in some 
levels, you have to shoot a target to 
reveal a secret part of the landscape. 
However, to do this, Plok will have to 
sacrifice one of his sacred body parts! 
These are left to dry on coat hangers 
located next to the target, and will be 
retrieved once the level is completed. 

However, the odds 
aren’t completely stacked 
against Plok. A secret 
admirer has strewn pres- 
ents around the lands- 
cape to help him in his 
quest. On opening the 
presents, Plok will usually 
find an outfit or weapon to 
help him get past trickier 
parts of the level. In the 
first level you'll be 
rewarded with Plocky, an 
alien version of the extra 
hard boxer, but as the 
game progresses, the 
costumes become more 
and more bizarre. For 
instance, Plok can turn 
into an English squire, a 
Cowboy Plok and a Vigilante Plok, 
armed with flame throwers! Levels 
also contain all the usual power-ups — 
invincibility, energy, extra speed and 1- 
ups, although they are usually fairly 
scarce. 

When you've completed all the 
locations on an island, you'll have to 
face a boss, who when defeated will 
release one of your beloved items. 
These levels are quite tough and since 
you only start the game with three 
lives, you'll probably die a fair few 
times before they're defeated. 
However, when you do manage to 
complete an island, you'll be awarded 
a permanent continue, so you don't 
have to start from the beginning again 


This will disappear if you switch the 
game off, but at least it relieves some 
frustration while you're playing. 
Although the entire adventure is 
thoroughly enjoyable, | did get a bit 
peeved off with the lame story-line. | 
mean, | know it’s aimed at kids, but 
after completing around ten levels, the 
“Oh no, someone’s stolen another 
flag” line does wear rather thin. 
However, if there’s one thing that 
takes your mind off this, it has to be 
the stupendously brilliant music. 
Created by Software Creations, the 
same people who produced the tunes 
for Rock 'n' Roll Racing, it’s packed 
with an amazing variety of tunes to 
suit every occasion. This becomes 
really noticeable when you open a 
present and change into a different 
character. Each character has his own 
theme tune and ! especially like the 
Ploky one —very Sylvester Stallone. 
The graphics in P/ok are all very 
cute and cuddlesome, but don't let 
this put you off. A fair amount of 
humour has been injected into most 
of the scenarios, the graphics are 
brilliantly detailed and Plok has loads 
of different animations. There isn't too 
much variety between levels on the 
same island, but the difference 
between worlds is very significant. For 


instance, some levels are set in the 
past and are basically black and white 
with a kind of sepia tone effect. While 
1 don't think that this works part- 
icularly well, it does show some 
innovation (or maybe lack of funds!) 
on behalf of the programmers. Also, 
the hazy backgrounds suit the game's 
atmosphere perfectly and com- 
plement the bright foreground colours, 
giving the game a fairly stunning 
appearance. 

Plok is a great adventure and 
although the first few levels aren't very 
challenging, it soon develops into a 
well-rounded and light-hearted game. 
This will suit younger audiences down 
to the ground, but even oldies like me 
found it to be a challenging, humour- 
ous and addictive adventure! 1)? 


PUBLISHER: TRADEWEST 
DISTRIBUTER: NINTENDO 
TEL: 0329 822565 
PRICE: £39.99 
007: December 


Above зао" left, the fter lot 

minimilisatic monochrome levels (if | , 

had a fiver for each person who has КЕЕ ы 2 
walked into this office and told us E D. 
that the colour has gone on the ТУ). CART SIZE: 8Mbit 
Above left, things get tougher when SAVE GAME: No 
Plok returns to his own ак, to find FEATURES: Superb 
it infested with frogs and fleas. platforming gamepla 
Legless, again, he crawls away. 


CONTROL 
А JUMP HIGHER. 
57 JUMP LOWER. 
52 WALK LEFT. 
D» WALK RIGHT. 


NO FUNCTION. 
x 


PROS: Brilliant sound, 
gorgeous and very 
distinctive graphics, all 

rolled into a light-hearted 


When can we 

see the sequel! 

CONS: A bit repetitive 

in the long run, the story- | 

е is thin and there's not 

igh continues. It's pretty 
‚ and the restart points 

and far between. 
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his arms at the 
target to lower RE 
the platform (out 


of shot – I'm а 
sorry, but it's f 
12 A 


lowering!). He 
can collect his 
limbs from the 


LSN“ 47 9: TI eG! RESTORES FAITH IN THE TIRED 
PLATFORMER. 


another tantrum. 


Thanks to ZAP COMPUTER GAMI 
(TEL: 0532 590077) 


ccording to the hype, Aero's 

out to save the Big Top from 

dastardly Edgar Ektor, a 

killjoy industrialist who 

wants to build a super- 

market in its place. But let's 
get real, what supermarket's going to 
be more profitable than a good SNES 
platformer? Mario III earnt more 
money than any film but ET — half a 
billion dollars — and that's before its 
SNES remix on Mario All Stars! 

So the platform stars keep coming, 
Aero showing off his circus heritage 
with an unmistakeable dash about 
him. He may be small, but he's 
perfectly formed with huge ears, a 
great costume and more frames of 
animation than | could begin to 
estimate. Of course, he teeters on the 
edge of platforms, does handstands 
when you leave him alone and has 
lots of cute death scenes. 
But more than that Aero's 
got plenty of useable stunts. 
Climbing down yet another 
long ladder? Press B to 
slide down, steam coming 
off Aero's paws! Curious 
about the platform below? 
Press X and the D-pad to 
scroll the screen about. PRO 


Aero can even hover in 


THE FIRST BONUS 


ike ead 


flamboyant leap up, the drill attack 
down - it takes some timing. Whereas 
Mario or Sonic could dispatch a dozen 
or so enemies in a few seconds, Aero 
would be hard-pressed to finish off 
more than two. 

Sunsoft have obviously realised this 
and the Big Top isn’t exactly over- 
crowded with enemies. This sounds 
pretty dull and easy, but it definitely 
isn't. In fact, it's a very big, tough and 
imaginative game. The platform levels 
include flaming hoops to leap through, 
unicycles to ride on, cannons to be 
shot out of, machines which blow 
bubbles you can ride on, water tubs to 
dive in, trampolines to leap off and 
numerous, goodie-packed secret 
areas to find. 

There are four worlds in all, with 
five big levels in each. It's a tough 
challenge, especially as your three 
continues only allow you to 
start from the world you're 
in, not the specific level. 
This can be frustrating, and 
until the level select cheat is 
printed a lot of people may 
become irked by the Acro- 
Bat. This is especially true 
of the rollercoaster, water- 
barrel, Bubsy-like waterslide 
and rocket sled rides. They 


mid-air, his little wings ever 1 ғоџмо ом 8l! look very different, but 


beating ten to the dozen. 
And if that's not enough, 

try out power-ups such as 

Aero wings (to fly about for 


LEVEL TWO. BOUNCE 
ON THE FIRST 
TRAMPOLINE AND 


basically consist of accel- 
erating Aero to silly speeds, 
thus giving you milli- 
seconds to leap or duck 


a few seconds) and a LOOK LEFT. COLLECT — obstacles. Lives vanish with 
parachute (which opens out THE P TO PLAY THE frightening rapidity. But by 
to make Aero's descent BONUS WHEN YOU мау of compensation there 
slower and more COMPLETE THE LEVEL. iS a very nice, Mode 7 


controllable). The most 

important move of all though, is his 
attack technique. As you'd expect of a 
Circus performer an ungraceful leap 
on to an enemy's head won't do. Aero 
has a drill attack — you make a leap, 
then double-tap the button to do an 
attack upwards or downwards. Aero 
obediently spins about, killing anything 
he touches which is fine for airborne 
targets, and also for extending leaps. 
However, for your average walking 
enemy critter it's a bit fiddly. That 


diving bonus level to enjoy. 

So, in conclusion this is a superbly 
imaginative and varied platformer. 
Aero's a truly great character and 
you'll enjoy mastering all his various 
moves. However, not all the numerous 
game-types work as well as others, 
while the size of the overall quest may 
prove frustrating. Aero's obviously not 
quite as polished as Mario, or even 
Buster Bunny, but he's still agreeably 
different and well worth taking home if 
you fancy a big challenge. w 


OFFICIAL 


It's not easy being the star of the 
Top, risking life and limb for the roar 
No sooner do you turn your back, in 
nips evil Edgar Ektor, an ex-clown with an evil mission. For a 


few fivers, the madman 
industrialist turns the 


all the other performers 
against you, - 
trappi ries 
shebang into the bargain. 
But, hey, the show must 
go on... 

Stuart "Daredevil" Wynne 
slaps on the old grease- 
paint and tries to find 

out why. 
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DISTRIBUTER: MARUBENI 
TEL: 071 826 8769 
PRICE: £49.99 


OUT: November AJ 
PLAYERS: 1 12 
SKILL LEVELS: 1 SJ 
CART SIZE: 8Mbit 2 

SAVE GAME: МО 

FEATURES: Three continues. 


А CLIMB LADDER. 
WV. DUCK/DESCEND LADDER. 
«| WALK LEFT. 

D» WALK RIGHT. 


x LOOK AND HOVER. 


Y (2 THROW STARS. 


NO FUNCTION: 
AC2 
ТТ» JUMP AND DRILL. 
ве 


NO FUNCTION. 
| RJ NO FUNCTION. 


Aero's a great 
E character with plenty of 
|. imaginative and well-worked 
out moves. The soundtrack 
is absolutely excellent with 
some Suitably circus-like 
rock tunes and effects. 
Three continues 
aren't enough, and 
continuing from the start of 
the world, instead of the 
levet is irritating. 
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SCORE 


BEDS 


SCORE 


Aero hovers... ‘drill-attacks... throws stars... 


STAR PERFORMER 


раар е, ту” р -He's ѕо-ҺоЁл: 


SEE ZAP 
AT THE FUTURE 
ENTERTAINMENT 


THIS AMAZING OFFER ENDS ON 31/12/93. 
FREE COLOUR XMAS CATALOGUE WITH EVERY PURCHASE 


ZAP COMPUTER GAMES 
TECHNO HOUSE-LOW LANE-HORSFORTH 


LEEDS isis 4DF 


MAIL ORDER SIZZLINGLY НОТ LI! 


0532590077 


LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY, OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP HOURS: 9am-7pm Mon-Fri е Sam-5pm Sat & Sun • FAX NO: 0532 586523 


SPEND & SAVE ££££s THIS XMAS WITH ZAP 


Huge savings when buying more than 1 game 
e.g. 


buy 2 games and SAVE £5.00 OFF TOTAL PRICE! 
buy 3 games and SAVE £10.00 OFF TOTAL PRICE! 


buy 5 games and SAVE £20.00 OFF TOTAL PRICE! etc.....etc..... 


US SUPER NES 


INCLUDES PSO, 1 PAD &1 


SCARTLEAD £1 2 0 


(% 87.50 P&P) 


EMPIRE STRIKES 


CLAYFIGHTERS 


CALL 


EMPIRE STRIKES BACK. 
CLAY FIGHTERS 


SUNSET RIDERS.. 
MEGAMAN X. 
BUGS BUNNY RABBIT RAMPAGE .. 


ZOMBIES ATE MY NEIGHBOURS 
ROCK & ROLL RACIN( 
COOL SPOT. 
SPELL CRAFT (RP 
SECRET OF MANA (RPG) 
7TH SAGA (RPG) 
WORLD HEROES 
JURASSIC PARK 
STREETFIGHTER TURBO.. 


SUPER OFF ROAD THE BAJA 
OPERATION LOGIC BOMB 
VIRTUAL SOCCER.. 
MECAROBOT GOLF. 
IREM SKINS GOLF 
WICKED 18 GOLF 
STANLEY CUP HOCKEY 
BRETT HULL HOCKEY. 
NBA JAM... 
TECMO SUPERBALL 
MVP FOOTBALL. 
JOHN MADDEN 93... 
NFL FOOTBALL. 
SUPER HIGH IMPACT 
WORLD SOCCER.. 
PELE SOCCER ., 
NCAA BASKETBALL 
20/20 BASEBALL.. 
TOTAL CARNAG 
SOUL BLAZER.. 
SUPER PUTTY. 
LOST VIKING: 
PINK PANTHER. 
CLIFF HANGER 
UTOPIA... 
YOUNG MERLIN 


= SUPERNES ға 


ORDER FORM 


Send to this address: 


48 NEO-GEO UK 


SENGOKU П (74 megs) 
SIDE KICK SOCCER (54 megs) 
VIEWPOINT (74 megs) 
BASEBALL STARS II (68 megs) 


COOL WORLD 
SKUL JAGGER... 


OVER 100 USED CARTRIDGES IN STOCK 
RANGING FROM £55 TO £125 
Please Call 


STRIKE GUNNE 
ROAD RUNNER 


HARDWARE 


SNES US CONSOLE 
NEO GEO CONSOLE .. 
NEO GEO USED CONSOLE. 
3-0-0 CONSOLE & CRASH & BURN 


EMPIRE STRIKES BACK f ATARI JAGUAR CONSOLE L 
ACIRABER П.. CALD NEO GEO JOYSTICK £50 + £5.00 P&P 
NEO GEO MEMORY CARD .. 20 + £1.50 PEP 


MYSTICAL NINJA П. 
PATRIOT JOYPAD... 


MORTAL KOMBAT PAD. 
TOP FIGHTER JOYSTICK... 
CAPCOM FIGHTING STICI 
X-E6 JOYSTICK. 
SMARTCARD JOYSTIC 
NEW CONVERTER. 
TRI-STAR (NES TO 8) 
SCART LEAD US SNE: 
USJOY PAD. 


SUPER SOCCER П. 
SUPER AIR DIVE. 


POP N TWIN BEE. £15.00 + £1.50 P&P 


£17.50 + £1.50 P&P 


AXELAY . Doss 
SUPER F1 CIRCUS Ii CALL MULTITAP (UK & 
PRIMEGOAL.. CALL PAL I BOOSTER... 


MARIO ALLSTARS 
KING OF RALLIES 
BATTLE GRAND PRIX 


GEO 


FATAL FURY SPECIAL (150 megs). 
ART OF FIGHTING П (150 megs +) 
TOP HUNTER (100 megs). 
SAMURAI SHOWDOWN (118 megs) , 
WORLD HEROES П (146 megs) 175 iE YOU BUY 
FATAL FURY II (106 megs) I THE TOTAL 
3 COUNT BOUT (106 megs) .. JUTCH:! SAID 0 
ART OF FIGHTING (102 megs) 
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CUT HERE. 


NAME 


ADDRESS 


ZAP 
TECHNO HOUSE 

LOW LANE, HORSFORTH 
LEEDS 1518 4DF 


Please rush me the following 
ITEM PRICE 


UNDERCOVER COPS 
P.T.O. (WAR GAME) 
MYSTICAL NINJA.. 
E.V.0. 
ZELDA Ш.. 
FINAL FANTASY Ii 
SUPER MARIO КАК! 
ALIEN Ш... 
ROYAL RUMBLE .. 
STAR FOX... 
CYBERNATOR.. 
FATAL FUR) 
TINY ТООХ 


POSTCODE 


TELEPHONE NO. 


POST/P| TOTAL 


Credit card number 


Expiry Date 


Cheque 


Credit Card Postal 


Order 
VISA | 


Switchcards welcome. 
Please quote issue no. for Switch 


BOMBERMAN & 
MULTITAP 


£59.99 


(+ £3.00 P&P) 


Our premises are bulging with games. so if you 
don't see what you want do not despair Just call! 
АІ Postal orders and credit card purchases will be 
whisked to you the same day. All prices subject to 
change and availability. Post and packaging - 
Games £1.50 - Handhelds £5 - Consoles £7.50 


Please make cheques/PO's 
payable to ZAP 


GRAND TOTAL 


09°25 sajosuo) - $$ sproupueg - 0615 samen - Burbeyoed рие 1504 
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TIPS INDEX 
JURASSIC PARK 70 
GAME BUSTERS 82 


Having only just recovered 
from last months Mortal 
Kombat tips, | felt compelled 
to take things a little easy 
this month. Honestly, | 
would never have believed 
that grabbing a few simple 
Death Moves could be so 
pain-staking! No doubt 
quite a lot of you will relish 
my extensive Asterix 
solution and be literally 
amazed by Stu's unbeatable 
Jurassic Park tips. There's 
also the newest and hottest 
cheat cart codes for, 
amongst other things, 
Mortal Kombat (cringe!). I'm 
sure you'll agree that no 
other SNES mag comes 
close to rivalling my monthly 
compendium of game- 

ing tactics. Njoy! 


STREET FIGHTER 
и TURBO 

This cheat allows you to configure your 
controls between matches. Go to the 
character select screen and pick your 
character. Then hold SELECT. Once 
you've arrived at your fighting 
destination, the configuration screen 
will appear. 

We all know how to perform Vega’s 
backward roll in the Turbo mode (all 
three punch buttons + forward), 
however the technique is different in 
the normal Championship mode. To 
perform the move you must tap back 
on the joypad twice. 


JAMES POND 
To get to a secret room 
containing two brand-new 
levels, simply go to the far- 
right of the castle, use the 
small ledges to make your 
way up, then jump across to 
the left onto the roof. Now 
simply walk along to the left 
into the tower where upon 
you'll be warped to the 
secret zone! 


SONIC 
BLASTMAN 

To get a level select in this 
tongue-in-cheek beat-'em- 
up go to the options screen 
and move the cursor onto 
the music test. Change the 


music to the stage you want 


to play on, then hold 


SELECT and press L, R, R, 


L followed by START. You 
should now be warped to 
your desired stage. This 
trick works with the bosses 
as well 


SUPER TURRICAN 
To access a hidden sound test, go to 
the Options screen and highlight "exit". 
Hold down L, R, X and A. Keeping 
them held down, press START and the 
hidden mode will then appear. 


GOOF 
TROOP 

Here are the passwords 
for Capcom's addictive, 
yet simple puzzler. 

Level 2: Cherries, Red 
Diamond, Blue Diamond, 
Cherries, Bananas. 
Level 3: Red Diamond, 
Cherries, Blue Diamond, 
Blue Diamond, Red 
Diamond. 

Level 4: Bananas. 
Cherries, Blue Diamond, 
Red Diamond, Bananas. 


To get all three Warp Whistles in Mario 
Bros 3, go to level 1-3 and then find 
the white block near the end. Stand on 
the brick and press duck. You should 
then fall into the background. Now go 
right and collect the Warp Whistle, 
then once you get out, press START to 
save and quit the game, and then 
simply repeat the process to get the 
remaining Whistles. 

To get loads of extra lives in Super 
Mario Bros, get to World 3-1, then at 
the end of the stage, stand by the 
block at the foot of the pyramid. As the 
second turtle moves down to the last 
block, jump on it continuously to score 
multiple 1-ups. 


9*0009000909000090000900090000909* 


To arm yourself with the 
“Super Punch”, wait until the 
legal message fades when 
you first turn the game on, 
then press B and Y on 
controller one. If the cheat 
has worked correctly, you'll 
hear a voice yell. You can now 
deck your opponent with two 
punches! 

To face the same character 
off against himself, or use two 
of the same player in a tag 
match, go to the player select 
screen and hold down L. This 
will prevent the WWF logo 
from moving in the 
background. Now hold L and 
R without making the logo 
move and press SELECT. You 
should now be able to find 
your twin by moving through 
all the characters. 


.... 


99909990999090992009909909990999900999 


09999999999990999999009990909090099900990099900909009999 


Chances are that 
nobody's having 
any real difficulty 
completing this 
game, however 
here's a cheat to 
make things even 
easier. After 
you've defeated 
the first boss, and 
you raise your 
arm, press A, B 
and START 
simultaneously. If 
the cheat has 
worked you 
should start the 
next level with 
invincibility! 


шенін 


Thanks to lan Hinton and Rob Barrows 
from Stratford-on-Avon for this handy 
tip. When fighting in the Endurance 
matches, use the last two moves you 
used to defeat the first opponent on 
the second. These two moves should 
be enough to win you the match. 


009000909009090909009090909000990 


To select any mission or aircraft, 
simply enter the following code on the 
title screen: Y, В, A, В, Y, Y, B, А, B, Y, 
B, and then press START. 


0990000929909009900029900009000999 


09999090999099000909999909090990099 


c0000000000* 


е... Ф%%е%вевгеесеее 


..... 


TELI 


... 


This trick enables you to win the game 
with an excess of $10,000,000 to your 
name. Start a new game on the slot 
machines, then whenever you win a 
large sum of money, save the game. 
Keep doing this until you get $100,000 
and remember to keep saving the 
game. You should now be accepted 
into Laurel Palace, the regular hang- 
out of big-spenders. Bet all of your 
cash on a hand of Blackjack, and if you 
lose, simply reset the game to still be in 
possession of your dough. Whenever 
you win, save the game to double your 
money, then once you pass the 
$9,999,999 mark, you'll be rewarded 
with a Congratulations screen. Cheers 
to Darren Hill from Kent for that one. 


› To get invincibility in this highly imaginative 
shoot-'em-up, choose the “Start Game" option 


from the title screen, then on the screen 


follows, highlight the third box along (the one 
marked GHQ) and press B. Choose what you 


want from the next screen and then exit. 


now be taken back to the previous screen, only 
this time they'll be a new option on the left 


represented by a skull and cross bones. 


it, along with your desired Mech to go into the 
game. Once the action has started, press START 
to pause the game, and then press the following 
sequence of buttons: A, L, L, Y, A, L, L, Y, A, L, 


L, Y. If the cheat has worked, the word 


"Invincible" will appear in the centre of the 


screen. Now enjoy a game of care-free 
destruction! |)” 


A 


To play as the super 
"Elite" team, select 
the "World League" 
option from the main 
menu then select the 
"Enter Password" 
option. Now enter the 
code: 
BCDFGHJKLMNPQR 
ST. A message will be 
displayed saying that 
the code is invalid, 
ignore it! Press 
SELECT to quit out of 
the password screen. 
You should now be 
able to select the 
special team from the 
menu of international 
sides. 


Mr. RICH, VERY 
HONEY 77 


Thanks to Phil Granger from Hull for 
faxing me this extensive list of handy 
passwords for the US version of the 
game. 

Mexico — LZ9ZN40LJ2541STCVL. 
Brazil - 6CL732YLZ3HO7VNBRQ. 
Spain - PZPP693R91Q7NHQ..2. 

San Marino - RA9RGKFH.JBDSVO0Y79. 
Monaco - LOXJ.XVCH3L7GDCFOR. 
Canada - B7JPRA6QRB.RGO8HNL. 
France - LVOZB206FGOK62K2D7. 
Britain - LKX.B7G3VTJFS1QSKX. 
Germany - TOPCLTBTB7X21.JQGT. 
Hungary - HLL2FWG1Y20FL.1NG5. 
Belgium - YMGWABXM3BV61JR565. 
Italy - 4QX4JKWXTS50ZQ..K35. 
Portugal - 4F3M0TZ507064KGC5D. 
Japan - R48RR9GT7JB.BZVR4D. 
Australia – S3DVABOF1ZZG538GW3. 
Game Over – PV2JTFBK4Y696H4DXY. 


that 
You'll 


Select 
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Ther movie is already stomping its way to being the biggest grossing film of modern times, and Ocean are 
hoping for similar success for its videogame offspring. Which means lots of you out there are probably feeling a 
little lost down in the Park. To help you out here's a complete solution, but be warned you'll need plenty of time 
and setting aside a day is probably a good idea! 


1) ACTIVATE MOTION SENSORS. 
Dennis Nedry's evil scheme has 
locked up the Park's computer 
systems. The power has been 
switched off to clear the computer of 
his virus, now you must get it back on- 
line. 

a) Restore Power. 

The Park's generator is located in the 
Nublar utility shed. To find the 
generator, go left upon entering 
building, then take the first right and 
proceed straight on. The generator is 
guarded by four Spitters. To turn it on 
all you have to do is walk into it. Red 
lights will then outline the yellow 
strips. Bolas ammo on the roof will 
make getting back a bit easier. 


b) Boot up computer. 
To do this you need two ID cards. 
Dennis Nedry's is located in the 
Beach utility shed. Upon entering 
building go left, follow the corridor 
around, then go through two sets of 
doors to find the card. This will enable 
you to operate the Park's computer. 


Hammond's ID card is located on 
the roof of the Visitors Centre. To get 


this, turn left upon entering the centre. 
A lift is to your right. Enter and go to 
the top floor. This consists of just two 
rooms and an exit onto the roof. 

Once you have Hammond's ID, go 
back to the lift and descend to the first 
floor. Exit lift and take first right for a 
room packed with ammo. Carry on 
into the incubator room, then turn 
180* and take the door on your left. 
Go straight down this corridor and 
through doors. Walk into the computer 
and click on the boot icon. 


2) SECURE VISITORS CENTRE. 
Rather bizarrely, the Park's engineers 
have included an underground 
corridor between the Raptor pen and 
the Visitors Centre. To seal this up it's 
best to go to the Raptor pen, but 
you'll need lots of ID cards. 

а) Get a nightvision battery 
from the ground floor Raptor 
pen. 


Enter the Raptor pen and take the lift 
down two floors. Now turn right, then 
right again. Head down this corridor 
and keep going until you find the 


nightvision batteries. 

b) Get Malcom's ID card. 
Return to the lift and go up one floor. 
Enter dark room and collect ID card. 
«) Get Muldoon's ID card. 

Go back to the lift and go down one 
floor. Turn right and keep going 
through numerous doors - there are 
no junctions — until you find a dark 
room. Enter and use the lift to 
descend one floor to sub-level 1. Exit 
through the door, turn right and go 
through the first door on the right. Go 
through the door оп the right, then the 
door on the 48 Continue in this 
direction through a second door to 


find Muldoon's ID. Now retrace your + 


steps and exit the Raptor pen. 

d) Get Geraro's ID from the 
Nublar v shed. 

Upon entering the building turn right 
and follow the corridor around to find 
nightvision batteries. Now retrace your 
Steps and keep going past the exit, 
through the door on right to find lift. 
Descend one floor. Go through the 
door on the left, turn left and keep 
going through doors until you find 
Geraro's ID. 

е) Get Arnold's ID from. 
Beach utility shed. 
Upon entering shed дочей and follow. 
the corridor around, going straight 
through doors until you find a lift on 
the left. Descend one floor. Follow the 
corridors around, but watch out for a 
door on the left. Go through this and 
the next two doors to find a nightvision 
battery. Go back to the main corridor 
and keep going to find Arnold's ID in a 
dark room. 

" Get Grant's ID from 

ors Centre. 

Upon entering, turn left and go 
through the door. Turn right and keep 
going until you find a door on the left. 
Go through this, turn left and keep 
going to find a нё Descend one floor. 


A 


Walk forward through first set of 
doors, turn right and go through 
doors. Go through the doors on the 
left, then doors on right to find 
batteries. Go back to the lift. Go up 
one floor. Now walk straight on 
through two sets of doors to enter a 
darkened room with Grant's ID. 


g) Get Wu’s ID from ship. 


[See ship maps.] 


h) Seal Raptor pen. 

Go back to the Raptor pen. Use lift to 
descend two floors. Turn right and 
follow corridor around to find second 
lift. Descend to Raptor pen sub-level 
2. Go through the door on left, turn left 
and follow the corridor around through 
two sets of doors to find lift door 
entrance to Visitors Centre. Carefully 
push a crate against the entrance to 
complete mission. (Hurrah!) 

3) STOP ESCAPING RAPTORS. 

A small army of ferocious dinos are 
hidden aboard the supply ship. If it 
leaves for the mainland with them 
aboard it'll be a disaster... 
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a) Get Security Level 1 from 
floor 1 of the Visitor's 
Contre. 

Retrace your steps for 1b, then go 
through door on right, through next 
doors, then turn right and proceed 
down corridor to find a terminal which 


will give you Security Level 1. 
b) Set Level 


2 from 
sub-level 3 of ship. 
[See ship maps.] 
є f all Raptors in the 
Ip. 


[See ship maps.] 
4) DESTROY RAPTOR NESTS. 


Although Dr Wu engineered all his 
dinos to be females, a mistake in the 
genetic code means they can still 
breed. A Raptor nest hidden іп a 
labyrinth of volcanic caverns needs to 
be neutralized! 

а) Get gas bomb from North 


Collect to kill 
all the raptors 


Very powerful 


=m 


Restores to 
full health 


Rarely found “- 
but handy! 

Puts all dinos 
to sleep 


Medium fire- 
nto handbags. power 
Charges night 
vision goggles. 


Restores full 
health. 


batteries are concealed in 
this room. 


utility shed. 

To get to the shed you must first find 
a computer terminal, such as in the 
Raptor pen, so you can open gate 1. 
When in the utility shed, turn left and 
go through the doors to find lift. 
Descend one floor. Walk straight 
ahead, through door, then follow the 
corridors around through three sets 
of doors to find the gas bomb located 
in the centre of a room. 
b) Gas nest. 

Use a terminal to open gate 2, then 
enter the area, listening out for a T- 
Rex. There are two entrances to the 
nest labyrinth [See nest map]. 

5) RADIO FOR HELP. 

Use the computer terminal on 
sublevel З of the ship. [See ship 
maps.] 

6) COLLECT REMAINING DINO 
EGGS. 


5 
[See Isla Nublar map.] 


7) GO TO HELIPAD. 
[See Isla Nublar тар.) V? 


SHIP SUB SECTION 3 


Invaluable nightvision 


A computer is located 
п the wall here, allowing 
you to access Jurassic 
Park's controls. 


This is where Ellie's ID 
card can be found, but 
it’s not actually needed to 
complete the game. 


This is where yov'll find the computer 
terminal which allows you to radio the main- 
land. But you must have Security Level 2 
Clearance to use it, and nightvision goggles 
to enter the room in the first place. 


SHIP SUB SECTION 4 
Nightvision 
goggles are 
essential for enter- 
ing this power-up 


packed room. SMEP SUB SECTION 2 SHIP 
SUB SECTION 1 
Fortunately, 
there's a counter 
which keeps a 
record of how 
many dinos 
remain to be 
killed on each To collect Dr 
level. Мо” ID card 
yovr nightvision 
goggles must be 
vp. 


Be A Winner! бет THE MOST OVT OF YOUR бор NES cames W tH 


SECRETS ОО 


AVAILABLE NOW FROM ALL GOOD BOOKSTORES PRICED Just £9.99 


Awesome Super Nintendo Secrets 2 
features over 320 pages crammed 
with exclusive game busters, 
playing guides, hints and tips, 
strategies and'secrets. It’s a 
fantastically comprehensive 
collection of tricks and tactics 
aimed-at games playing winners. 


Awesome Super Nintendo Secrets 2 
has essential playing guides to 
many of the biggest games. These 
take-you зіер Бу step through 
levels, inform you how to. get past 
obstacles, where fo pick up special 
items; and-how to deal with 
attackers, The playing guides will 
get you through to the end when 
everything else fails 


Awesome Super Nintendo Secrets 2 я 7| 
5 the most accurate and fact N Over 320 patkep paces 
packed guide to winning Super NES 
games. Over 100 games busted X, packed wi к fh bu 
Gnd beaten! You Iidiscover // пепо tivo TON & IG Ілені TRICKS AND TACTICS то ovER 100 ence 
secrets buried within games; 2 R 1 | d 4 
infinite lives, hidden messages. i u Ў н j 
level selects, bonus rounds, E r i D GAME BUSTERS FOR MORE THAN BO TITLES 
concealed stages, unlimited " ; f 
continues, programmer access 
codes, even gares within games. 


Һау ILLUSTRATED With 5OO- pco f РІСТУКЕЎ 


futt playing socurions кок BO-pLus SNES GAMES 


Awesome Super Nintendo Secrets 2 
comes with hints and tips, playing 
guides and game busters for the 
following games 


Асттањег THé Addams Family. Aliens vs Pr 
World, Atcand, Axelay; Batman Ret 
ameca, Bast о! the Best. Blazing Skies, Blues Bros, Bubsy 
һе Bobeot. Bus vs Blazers, Contra 3. Combat Tribes 
Cybernator. D-Force. Darius, Desert Strike, Dinosaurs, Dino 
City, Dragon's Loir. Equinox, FT Exhaust Heat. FI ROC 
Focebel 2000, Fatal Fury. Final Fantasy II. Final Fight 
Firepower 2000. Flying Hero, Ғ-2610. Gradius 3, Harley's 
Humongous Adventure. Hole in One, Hook. Haman GP 
Jacki Crush. James Bond Jr. Joe & Mac: John Madden 
Football, Krusty's Super Fun House. Legend of the Mystical 
Ninja, Lagend of Zelda Il, Lemmings. The Lost Vikings 
Magic Sword; Magical Quest, Mario Paint, NHPLA Hockey 
98. On the Bol. Paperboy 2. Parodius; Phalanx, Pilotwings. 
Prince of Persia, Push-Over, "Bert 3, Rampart, Ranma 1/2 
Rival Turf; Robocop 3, Rocketeer, Run Saber, Sim City. 
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Skuljagger, Smart Вай, Soul Blazer, Sonic Blast Мап, Space 

Football, Spanky's Quest; Spindizzy Worlds, Stot Wing. Street 

Fighter Il; Sheet Fighter II; Turbo Edition. Super Adventure 
Я island, Super Battletank. Super Buster Bros, Supe: Double 
Dragón. Super EDF. Super Fire Pro Wrestling, Super Ghouls т 

Ghosts, Super Mario Kart, Super Моло World, Super ОН 
Road; Super Pang, Super Probotector Super R-Type. Super 
Smash TV, Super Soccer. Super Stor Wars, Super Tennis 
Super Valis IV; Thunderprints, Thunder Spirits, Tiny Тоог 
Adventures. lop Gear, Top Racer. True Golf Classics. Tuff E 
Nuff, Turtles IV: Turtles in Time, Ultraman. UN Squadron. Warp 


ACT 8-8 

Your quest begins right outside the 
gates of your village in the perilous 
forest. This place is crawling with 
Romans, stampeding boars, and 
kamikaze crows, most of which charge 
onto the screen without warning, so 
don't go mental and simply dash 
straight to the exit, because chances 
are you'll perish before you get so 
much as half way! The safest route to 
take is through the branches of the 


"aims 


Based upon those excellent books we all used to love in our younger years (which 
still yellowing оп our bookshelves), Infogrammes’ cracking er is indeed a 
delighiful trip down memory lane. ade hice and аала of ће Gaulish 
countryside has been beautiully in all it’s authentic glory. So enjoy if 
you will the first tee bn installment of my marvellous solution! 


ACT -EE 
The first part of this level is dead easy, simply 
dash to the right bopping the cohorts of 
legionaries. The hard bit crops-up when our 
indomitable hero must negotiate perilous drops 
by riding the clouds. It's a good idea to keep 
your finger firmly fixed on the run button as 
some of the gaps you'll have to jump would test 
an Olympic athlete! 

Look out for the small clouds as they 
disappear a second or two after you've landed 
on them. The rest of the level is plain sailing! 


trees. Keep going right until you reach 
some passages, then as you emerge 
from the other side, drop down the 
steps and down into the caves. 

When you land on the small ledge, 
jump onto the block to the right, then 
jump over into the secret passage 
located in the wall. Inside you'll find а 
few coins and an extra life. The rest of 
the cave is pretty easy to get through, 
just remember to jump over the gap at 
the end! 


ACT E-EN 

This level starts off pretty much the 
same as the first, however, about half 
way through you'll come across a 
series of bramble bushes which can 
only be avoided by hopping on top of a 
wild boar. The key is to take your time 
as balancing on these frisky critters is 
a feat in itself! 


ACT -EE 


ACT -iv 


Tires «c 


ACT R-w 


More frolicking in the 

forest for our cour- 

ageous hero. Be sure 2 

to check-out the bran- А 
ches of the first few 172 

trees for extra coins 

and energy power-ups. > 

There's also a secret cavern Z 
located a little way into the 


level, simply climb the rock face, 

then when you reach the platform S 

above the sickle, turn around and walk 

into the wall. You should now drop into the cavern, within 
which you'll find yet another string of coins, but more 
importantly, an extra life! The remaining part of the level is a 
pushover. The exit will take you into another complex of 
caves. Go right and climb the first rope, then as you jump over 


ed 
ә 


v 5 = > F: t 
м (€ PAY. "TAY. : to the right, use the bubble to stop you from falling. Go up the 
T9. VAY. TT: next rope and then make like bananas along to the left. Avoid 
r the spikes and jump-up through the narrow passages, and 


then climb the rope at the top to gain a few extra coins. The 
exit is a little way over to the right. 


ur — MeMsierix 


ACT I-E 


ACT 88—uuH 

Go right and hop onto the first big cloud, this will 
take you over to a series of smaller clouds. Use 
them to continue going right, then jump onto the 
two see-saws. These are slippery and may need 
some skill to stay on, but not a lot! The next part 
of the level is a simple series of platforms which 
require little more than a simple jump to clear. 
You should come across one of the bard 
Cacofonix's lire's, which will summon the great 
man himself to stun every enemy within earshot, 
use this as a decoy to make your getaway! 

The rest of the level consists of more platforms, 
moving clouds and thugish Helveticans i.e. not 
very challenging! 


ACT -iv 

Go right and wait for a boulder to drop down 
from above, then hop on top. This will take 
you safely over the series of spikes that 
follow. When the platform comes into view, 
hold down the run button and quickly jump 
over before the boulder tumbles down the 
gap. Continue going right, and then follow the 
path downwards when you come to the end. 
The path will take you to a cauldron of special 
magic potion. Gulp it down and once again 
you'll gain the ability to fly. Keep tapping the 
jump button to hover in mid-air, then go back 
along to the right and then straight up into a 
passage which would have otherwise been 


out of reach. Follow it along to the left 
avoiding the various bats and other trivial 


hazards, then use the bubbles and rolling 
boulders to get to the exit 
= е] 


HINTS М” TIPS М” CHEATS М” POKES messem "M can advise on 
* THE ORIGINAL AND THE BEST ° 


this level because it's one of those 
highly annoying scrolling levels where 
‘CHEATS GALORE 
(SAY'YES' FOR NINTENDO) 


you have to keep ahead of the back of 
the screen or perish. The hazards 
come far too quickly to anticipate, 
however, near the end of the level, 
there'll be a rolling boulder which will 
roll down a slope, hop on top, then 
bash the first block that stands in your 
path. This will uncover a cloud to the 
right, jump over and then again onto a 
second one. The rest of the level is 
easy. 


LAST WEEKS CHEATS... 
NINTENDO CHEATS N/T 
CONSOLE CHEATS N'TIPS. 
CONSOLE HOTLINE ..... 
ULTIMATE QUEST (COMPETITION) 


ACT и-н 
This cavern is extremely 
easy to complete, simply go 
to the right and drop down to 
the platforms below, then go 
left and do likewise. The 
basic technique is to just 
make your way down in a 
zig-zag pattern 
until you event- 
" " e ; x ES ually reach 
IF YOU'RE STUCK IN A GAME WE WILL TRY TO HELP YOU, - the exit. [yy 
FOR A PERSONAL ANSWER TO YOUR PROBLEM: a 


DESERT STRIKE:JUNGLE STRIKE ...... 
MORTAL KOMBAT 


LANI 
ST.FIGHTER 2 WORLD WARRIOR/TURBG 
FIRST SAMURAI о 


OPEN MON-FRI*9 AM-7PM 
SAT 10AM-2PM 
— ANSWERING MACHINE 
— AT ALL OTHER TIMES 


OPEN MON-FRI*9 AM-7PM . 
‘SAT 10AM-2PM | 
ANSWERING MACHINE | 
d .. AT ALL OTHER TIMES 


` Giveaway coupons in all Snes games ordered in November/ 
28 Ji December.Collect 4 vouchers to receive substantial discount 
cel off your next Super Nintendo Title. Only available this issue. 


SNES USA RED TURNS SFAM JAP 5 NES чэр ЕС 


AXELAY "== "35.00 MORTAL KOMBAT =" соран АНАН 
BULLS VS LAKERS ** 
.00 SPINDIZZY WORLD. 
MARIO ALL STARS ** 
WWF ROYAL RUMBI 
FIRST SAMURAI ****** 


AND MORE!! 
00 MAJOR TITLE (IRON SKINS) 
NOW AVAIBLE ON PAL 

3 00 £47.99 


| 2ОМВІЕЅ "~: 
| STREETFIGHTER 2 TURBO 


3.00 STREETFIGHTER 2 BADGES 
.00 £1.99 *50 p 
FINAL FIGHT теч н PRICES CORRECT AT THE TIME 
SUPER AIR DIVER ******- “00 OF GOING TO PRESS 


KING OF THE RALLY ** 
IKARI WARRIOR "чиенин, 


ONE STEP AHEAD GAMING. 


0.5.А Gaming, PO Box 79, Haslemere, Surrey. GU27 3YZ. Fax 0428 654856. 
WE DEAL IN THE BEST! WE DEAL IN USED SELECTED 
NEW SUPER NES AND SUPER FAMICOM GAMES. 


Join OSA Gaming and will receive membership 
to the fastest growing used gaming club in Great Britain. 
THIS WILL ENTITLE YOU TO: 

THE BESTPRICES - We are the used Snes/Famicon dealers around. 
THE BEST SERVICE - All Sales come with a , iF it doesn't 


work we'll replace it! 
- You can any items not in stock. 
- IF we have a game we think you'll like we'll let know. 
THE BEST TIPS - IF you need help with a tough game, „ we can help. 


THE BEST ADVICE - IF you want a 2nd opinion before buying a game, 
CHECK OUT THESE PRICES, US/UK/JAP. 


UK/US UK/US 

AXELAY SUPER BOMBERMAN (&TAP) 
STARFOX ZOMBIES ATE MY NEIGHBOR 
STREETFIGHTER 2 STREETFIGHTER 2 TURBO 
MARIO KART MARIO ALL-STARS 
TINY TOONS WORLD HEROES 
SHADOW RUN ROCK N ROLL RACING 

4 WAYS TO GAMING BLISS. 


- Access, Visa, Cheque or Postal order. 

- Either to the same value or, money off a new game. 

- With other gamers, For only £4 we will act as your agent. 
- Receive hard CASH as soon as we've tested your item. 


CALL OUR HOTLINE ON 0428 654656. 


Opening times: Mon-Sat 10am-7pm, Sun/Bank hols 11am-6pm. Please add £1.50 for games and 
£10.00 for consoles P&P. Please make all cheques and postal orders payable to O.S.A GAMING 
We aim to despatch games 1st class, recorded delivery within 24 hrs of payment clearance. 


PLEASE MENTION SUPERPRO WHEN RESPONDING TO ANY ADVERTISEMENT 


o9UperPro 
ultimate 


this Christ 


SuperPro is Britain's leading independent Super NES magazine. 
With 100-plus pages every month it's not surprising that SuperPro 
carries more reviews, more entertainment, more excitement - in 
fact, a whole lot more for your money. 


Full colour throughout SuperPro means you get the full picture. 
You're not left in the dark as far as Super NES games and 
hardware developments 99; Furthermore, the hints and tips 
section is second to none. With expansive playing guides and 
exclusive game-busters, you're always the winner. 


In SuperPro you get authoritative, information-filled reviews of 
The very latest Super NES games. Plus exclusive news of the very 
latest Nintendo deveiopments from around the world! 


By subscribing to SuperPro, you're not only guaranteed trouble- 
free delivery to your door every month of the top Super NES 
magazine and a considerable saving on news-stand prices, but 
special offers on games and hardware, a regular newsletter 
providing you with exclusive information on Nintendo 
Шашы and membership to а nation-wide Super NES 
club. 


SUPERPRO: THE ULTIMATE SUPER NES READ! 


ine 
giff 
mas! 


Get 12 issues of your 
favourite Super NES 
read and receive а 
copy of Awesome 
Super Nintendo 
Secrets ІІ (the top 
guide to winning at 
every SNES game 

. ever released) worth 

- £9.99 absolutely free! 


AWESOME SUPER NINTENDO SECRETS II — FREE 
WHEN YOU SUBSCRIBE TO SUPERPRO! 


This massive 320-page guide [yatta west ears 
comes crammed with hints, tips 1 
and game-busting solutions to 
over 100 top Super Nintendo 
games. Furthermore, it comes 
fully illustrated with over 500 
pictures, Awesome Super 
Nintendo Secrets Il has an RRP of 
$9.99, but it’s absolutely free 
when you take out a 12-month 
subscription to SuperPro! Stuart 
Wynne, editor of SuperPro, said 
of Awesome Super Nintendo 
Secrets ІІ: “Ап amazing book 
packed with comprehensive tips 
on a huge range of brilliant 
games. Without doubt the best 
tips book l've seen." 


SuperPro Subscription Form 


Yes, yes, yes! | wanna be in the know... that's why I’m plugging into 
SuperPro! Please rush me the following: 


BAA 


by ZACH MESTON & J DOUGLAS ARNOLD 


OPTION 1 # 12-MONTH SUBS PLUS AWESOME SUPER NINTENDO 
SECRETS Il FREE! 

Please indicate whether the subscription is for the UK, Europe or 
elsewhere in the World. 


OUK £27 О Rest of World £47 


О Europe 537 


OPTION 2 œ 15-MONTH SUBSCRIPTION FOR THE PRICE OF A 12-MONTH 
UBSCRIPTION. EXCELLENT VALUE! 

ease indicate whether the subscription is for the UK, Europe or 
elsewhere in the World. 


mo 


O UK £27 О Rest of World £47 


O Europe £37 


YOUR DETAILS ю- 
| would like the subscription to start from issue number... 


If you are either taking out a subscription for yourself or giving a 
subscription to SuperPro as a gift, please fill in your details below: 


Name ... 


Address 
POSIGOGO T ал NER Inna cuni ano dot E E 


Method of payment please indicate your choice 


CHEQUE / POSTAL ORDER 
lease make payable to Paragon Publishing Ltd 


0 


CREDIT CARD Expiry date — /  / 


Card number. /. / / 


f you are giving a subscription to SuperPro as a gift to someone, 
please fill in the recipient's details below: 


Address ... 


Postcode 


Please return this coupon or a photocopy of it (together with your 
cheque / PO if applicable made payable to Paragon Publishing Ltd) 
in an envelope to the following address: SuperPro Subs, Paragon 
Publishing Ltd, FREEPOST (BH 1255), BOURNEMOUTH, BH1 1BR. It won't 
cost you a penny in stamps if posted in the UK. Alternatively, call our 
credit card hotline on 0202 299900 or fax us with your details on 0202 
299955. 


FORMISDEC 


See-through casing 
auto-fire buttons, dual auto-fire 
mode and slow motion. 


SUPER JO JO 

Fully compatible with SNES, Super 
FAMICOM & Sega Mega Drive 
System 


DOMINION 
TANK POLICE £12.50 


TRAILBLAZER 
Joystick Includes auto fire, arcade 
buttons, slow motion and turbo 


QUICK FIRE ... 

Detachable mini- 

and highly accurate control 
capobillity. 


JURASSIC PARK....................... 
РОРИГОЦ$...............................@ 
POWER MONGER 


COMPETITION PRO ...16.50 
The Super 16 features auto fire, 
turbo fire, slow motion and an 
eight-way super switch. 


STAR WING 
SFII TURBO 


light weight joypad which includes 
slow motion and turbo fire. 


eu MARIO COLLECTION do. 


AW od 15 ui J} 


PUSH OVER ...................... £33.99 
МІСЕ £32.99 


VAMPIRE 
HUNTER £12.50 


PROJECT 
A-KO £12.50 
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PRO ACTION REPLAY FOR THE: GAME GENIE FOR THE: - | 
І БР i 

SUPER NES A SUPER NES ү Ц 

NES.. ШЕ 

САМЕ ВОҮ.. І Е 
1 Enclose a total of £ ` 
- Please add £1 p&p for games & £1.50 for accessories 
І 
І 
! Method of payment (please circle) 

. Cheque * Postal Order • Access *Visa 
І 

| Credit Card No 

! j. / / 

i 

GAMES MASTER CONVERTOR AUDIO VIDEO LEAI 1 Expirydate / / — 

Lets you play American SNES Games on - 

European Nintendo .... £14.50 1 Мате... 

1 

SNES ACTION.CASE £19.50 SUPER PRO T-SHIRT - AdETGSS о олы? 

Portable organiser for your Super Nintendo One size fits all 1 

апа 8 games. This case also holds joypads MAZIM 


and power pack. GAME BOY-CARRY CASES ....£14.50 
Available small (£14.50) and large (£19.50) 
SUPER PRO BINDER... .£4.95 


Keep your precious Super Pro collection UNIVERSAL ADAPTOR 14.99 


dust free in a sensational taylor made Allows you to play American and Japanese 
binder. The binder holds up to 12 issues, cartridges on your UK console. 


and comes in black and gold. It's the perfect 
solution to keeping Super Pro safe. SCART LEAD FOR SNES £14.50 
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тишти П SEND THIS FORM TO: 
ро ІІ бирегРго Savers 
— | IEEE Paragon Publishing 

- | FREEPOST (BH 1255) 
1| BOURNEMOUTH ` а 
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BH1 1BR 
Or telephone our Mail Order Hotline on 
0202 299900 


Or fax your order on 


0202 299955 


Please make all cheques payable in pounds Sterlingto — | 
Paragon Publishing Limited. 


Fabulous collection of hints, tips and dodges for all the biggest titles on 
Sega and Nintendo consoles. The fact-packed read features tricks and 
tactics to over 500 top titles. Infinite lives, level selects, power-ups and 

more... 


"Ww aims 


This section is devoted 
to tips which bust a game wide open. 
Every month it's updated — an indispen- 
sable, at-a-glance guide to cracking open 
all the toughest official releases. 


ACTRAISER 

SPECIAL MODE 

When you finish the game in regular mode, it is 
possible to select a special mode. On the title 
Screen, move the icon below “New Game". 
The word "Special' appears. This will enable 
you to play through the game without going 
into the creation mode. 


ADVENTURE ISLAND 
LEVEL SELECT 
Press R, R, X and START on the title screen. 


ALIEN 3 
PASSWORDS 

Stage 2 - QUESTION 

Stage 3- MASTERED 

Stage 4 - MOTORWAY 

Stage 5 - CABINETS 

Stage 6 - SQUIRREL 

End Sequence - OVERGAME 


ASSAULT SUIT VALKEN 
INFINITE CONTINUES 

When the title screen appears, hold down L, R, 
and UP while pressing START. 


AXELAY 

INFINITE LIVES 

To gain an unlimited supply of ships, pause the 
game, unpause, then pause again. Now press 
SELECT, UP, DOWN, LEFT, RIGHT, Y, B, A, X. 
Now unpause the game. If the cheat has 
worked, the word "Mutek" will have appeared 
where the score used to be. 


BATMAN RETURNS 

LIVES СНЕАТ 

During the title screen, move the bat down to 
the options and press START. Now press ИР, 
UP, DOWN, DOWN, LEFT, RIGHT, LEFT, 
RIGHT, B and A. Tones of music will tell you if 
the cheat has worked. Using controller one, 
move down to the option that says “REST.” 
Your life count will now increase to nine. 


BLAZING SKIES 

POWER-UP 

This quickie will allow you to start the game 
with a fully powered Marcel LeBlanc. Simply 
select the "Continue Game" option, then go to 
"End". 


BLUES BROS 
99 LIVES 
At Denver, collect the 11 extra lives available, 


then commit hari-kari. Repeat the process until 
you have accumulated all the 99 lives possible. 


CAL RIPKEN BASEBALL 

A TEAM OF CARL'S! 

To turn your entire team into a bunch of Cal 
Ripkens, select any team, then press L, R, and 
START. Now every player will be an incarnation 
of the great man himself! 


DESERT STRIKE 


FINAL CODE 
Enter the following code to view the game over 
sequence: 99P55LM. 


DINO ciTY 

LEVEL CODES 

Stage 2: 1SXR1EWMXNNN 
Stage 3: JCSNKEWKX4C3 
Stage 4: NCDDIVWYXNXN 
Stage 5: DCUJJWWGXUON 


E.D.F. 
INVINCIBILITY 

To become invincible in Jaleco's frantic shoot- 
"ет-ир, pause the action just after you've 
begun a game, then press A, B, X, Y, RIGHT, 
LEFT, UP, DOWN, LEFT, and RIGHT. 


SUPER PRO Zu DECEMBER 1 


F-1 EXHAUST HEAT 


SUPER SPEED 

Thanks to Paul Hoedemaker for this handy little 
tip. If you have a joypad with auto-fire, put the L 
and R button on semi-auto. Now if you hold 
them down on a straight, your car will go up to 
404 mph! 


FATAL FURY 
CHARACTERS 

Pressing DOWN on controller two whilst in the 
character select screen, will allow you to play 
the Bosses. 


FINAL FIGHT 

HIDDEN OPTIONS MENU 

Hold the L and R buttons and press START on 
the title screen. You can now alter your number 
of lives as well as the difficulty level. 

EXTRA ENERGY 

When the policeman drops his gum as he 
enters the screen, pick it up and chew it. This 
will replenish your energy bar. 


FINAL FIGHT GUY 
EXTRA ENERGY 

On level four, top up your energy by continually 
walking up and down in front of the white dog. 


GODS 
PASSWORDS 
Temple - SD1 
Labyrinth - MGB 
Underworld - BMH 


GRADIUS III 

SUPER POWER-UPS 

In order to get missiles, full options and 
shields, simply pause the game and press UP, 
UP, DOWN, DOWN, L, R, L, R, B, A then 
restart. 

EXTRA LIVES 

For 30 lives, hold left on the title screen, press 
A three times then start the game. 

EXTRA CREDITS 

For up to nine extra credits, press the X button 
rapidly on the title screen. For every tenth 
press on the button, you will be rewarded with 
an extra credit. Be sure to start the game 
before the title screen disappears, otherwise 
the number will revert back to four. 

EXTRA LEVEL 

During the options screen, hammer the A 
button at about eight times a second (it helps if 
you have turbo mode on your control pad). 
Where the level of play is shown, the word 
ARCADE will appear. This not only increases 
the difficulty of the game, but also adds an 
entirely new level. 


HUNT FOR RED 

ocro R 

LEVEL SELECT 

At any point during the game, press pause 
then hammer the Y button eight times for a 
level select. 

EVADE THE ENEMY 

Hold down A and B, while pressing UP and 
DOWN. You can now make yourself soundless 
25 times. 


NHLPA 

HOCKEY "93 

FINAL CODEY 

Enter the following code to go straight into the 
final between Los Angeles and Boston: 
C42BWBGOOP37LV9J 


JOE AND MAC 
EXTRA LIVES AND ITEMS 
Go to a stage that you've already completed, 
collect a useful item (such as an extra life or 


special item), then press START to pause and 
SELECT to quit the level. Simply keep 
repeating the process to build up your lives and 
items. 


LEMMINGS 

OPTIONS 

On the title screen, press and hold down 
SELECT and press START. This will take you 
to a hidden options screen that allows you to 
adjust your controls. 

SUNSOFT LEVELS 

Here's some codes for the super difficult 
Sunsoft levels: 

GNNBJWV — Level 1. 

RCQRFPV - Level 2. 

FBJJKJB — Level 3. 

RMQMZDC - Level 4. 

DTCVZNQ - Level 5. 


MAGIC SWORD 

SECRET WARP 

On floor 34, hit the fourth set of pillars after you 
begin the level to reveal a secret door. This will 
take you straight through to the Hydra. 


OUTLANDER 

INFINITE ENERGY 

Pressing UP, L, В, UP, B, and A during the. 
game will give you infinite energy. 


PARODIUS 


FULL POWER-UPS 

To gain maximum firepower in this cute little 
shoot-'em-up, simply pause the game and 
press B, B, X, X, A, Y, A, Y, ОР, and L. Then 
unpause the game and bingo! 

SECRET LEVEL 

Go to the bottom of the water beds on level 
three to be warped to a secret level. 
INVINCIBILITY 

For invincibility, pause the game and press L, 
R, UP, R, A, L, Y, DOWN, В, A, Y, A, Y, and А. 
Now unpause the game and resume play with 
а slight advantage! 

EXTRA DIFFICULTY LEVEL 

If this fun little game is beginning to wear a 
little thin, enter the following code to access an 


extra difficulty level, but are you up to the 


challenge? 882943. 


PRINCE 

о! ERSIA 

LEVEL SELECT 

Go to the password screen and enter 
SPECIAL. When the game rejects it, cancel 
and start a game. Now pause and press B, Y, 
UP, DOWN, LEFT, RIGHT, L and R. If this has 
been tapped in correctly, you'll hear a noise. 
Now simply hold down START and press 
SELECT, to enter a level select mode. 


RIVAL TURF 

WARP LEVEL 

To access a hidden warp zone, to the later 
levels, make sure you've killed over 30 
enemies, then enter the door of the first hut on 
level 4-2. You'll enter a room with a strange 
seated alien, give it a good duffing up and skip 
a few levels! 


ROAD RUNNER 

START WITH 75 LIVES 

On the title screen, press and hold LEFT, 
SELECT, R, Y, and START. Keep these buttons 
pressed down until a screen displaying the 
unusual motto “Zippity Splat” crops up, then 
press X as well. You can now start the game 
with 75 lives. 


EXTRA CASH 

To earn just under one million dollars, you first 
need to spend all your money in one year. 
When the tax screen appears, at the end of the 
year, hold the L button and exit. Whilst still 
holding L, go back to the tax screen again and 
release L. When the people start spending the 
money, your funds will increase to $999, 999 


HIDDEN OPTIONS 

By entering the password MIMICHAN, you'll 
access a special test mode allowing you to 
select which level you start оп. 

LEVEL SELECT 

Enter the following password to access a level 
select cheat: MIMICHAN 


SECRET BLACK HOLE 

This hidden level can be accessed on level 1-2 
in the asteroid field. Watch for three spinning 
columns of asteroids. In each case, you must 
shoot the orange asteroid in the centre just 
before you crash into it. A grey smiling asteroid 
will then appear, simply crash into it to be 
instantly warped to the black hole. There's 
loads of power-ups plus three solid yellow rings 
which are gateways to, in order, Sector Y, 
Sector Z and Above Venom (Level One) 


IDENTICAL FIGHTERS 

During the title screen, press DOWN, В, ОР, L, 
Y, B, X, and A quickly. You should now be able 
to use the same character as your partner in 
two-player mode. 

SPECIAL ENDINGS 

To sneak a look at the good character endings 
without playing on level 7, enter the 
championship mode, then set the difficulty level 
to 2. After you've gone through the game and 
beaten Bison, press START and R 
simultaneously before the screen fades to view 
the endings. 


ROUND SELECT 
Wait for the story screens to appear and press 
START, so that the second title screen comes 
up. At this point press diagonal TOP LEFT, L, 
X, and RIGHT on the joypad. Whilst holding 
these buttons, press START to enter the round 
select screen. 


UNLIMITED CONTINUES 

When playing with a partner, fight until each of 
you has only one credit remaining, then when 
you're asked to continue, both press START at 
the same time. Next time you're asked to 
continue, you'll find to your amazement that 
you'll have seven credits again. This tip can be 
repeated until you complete the game or just 
get sick of it! 


LEVEL SELECT 

To access a level select screen, highlight EXIT 
on the options screen, then hold down L and 
START on the second controller. Now press 
START on controller one and another options 
screen will appear in which you can choose 
your starting level and area 


IP S 


WARP ZONE 

This handy button sequence transports you 
straight to the Special Cup Race without 
having to win gold on the others. Select a Time 
Trial race, highlight the Mushroom Cup and 
press L, R, L, R, L, L, R, R, and A in sequence 
on the joypad. 

GHOST RACER 

Go to the player selection screen and you'll 
see Mario highlighted. Press start on controller 
two, and the letters "COM" will appear above 
the princess’ head. Select the character you 
want to race as using controller one, and the 
“СОМ” driver using the second controller. 
When you start your time trial, you'll see that 
the "COM" driver is a ghostly image controlled 
by the computer. 

TURBO START 

As you begin a race, wait until the first light 
flashes and beeps, then hold the B button 
when all of the lights have gone, you'll shoot 
forward ahead of the pack. This tactic takes 
split-second timing, so practise. 


UNLIMITED LIVES 
Select a two-player game and station one of 
the brothers in the secret area in the Donut 
Plains. Get Yoshi inside the stage and a 1-up 
will appear in his place from then on. Now 
simply use the other brother to play on through 
the game, and whenever he runs low on lives, 
have the brother stationed at the secret area 
send him more 


LEVEL SELECT 

On the game select screen, press L, R, R, L, 
UP and DOWN. A number should now appear 
in the centre of the screen; this indicates the 
starting level. Simply move it to the desired 
starting level 


INFINITE GAME TIME 

To be able to continue on your own for as long 
as you like, select a two-player game. If you 
play on your own, just leave truck two and 
you'll always finish in third place or higher. 


ROUND SELECT 
On the difficulty setting screen, press RIGHT, 
RIGHT, UP, DOWN, R, and L 

EXTRA LIVES & CREDITS 

On the player number and difficulty setting 
screen, press DOWN, L, R, and UP. You 
should now be able to alter the number of lives 
and credits 


CHANGE TEAM 
On two-player games, hold START on 
controller two when on the team select screen 
then press B on the same controller. You will 
now be able to compete as the special 
Nintendo team 

EXPERT LEVEL 


eoooegoo 


Here is the level code to get you through to the 
expert level on this classic footie game. 

EASY PENALITIES 

When the computer is taking penalties, pause 
the game as the player strikes the ball, this 
should give you an insight into which direction 
he's shooting in, and will give you a chance to 
move your goalie accordingly. 

SAME TEAMS 

To play as the same team as your partner. 


2UP 


select the team you want player two to play as 
(eg. Argentina), then press SELECT, START 
and B on controller two to select the special 
Nintendo team. Then move player one to 
player two's desired team and press Y on 
controller two, this will cancel out the Nintendo 
team selection and allow player two to become 
the same team as player one, only in ther 
away strip. 


SUPER CHEAT 

Turn the machine off and on (if it's been on а 
while) then go to the options screen and type, 
A, A, A, A, X, B, B, B, B, Y, X, X, X, X, А, Y, Y, 
Y, Y and B. If the code has been entered 
correctly, you'll hear а Jawa yell. 

When the game starts, you'll have the option of 
selecting either Han, Chewie, or Luke at the 
beginning of the game. At any point in the 
game, press the L and R buttons on controller 
two to bring up a debug menu. This special 
screen will allow you to alter just about every 
significant aspect of the game including lives, 
weapon and level 

Finally, during any stage, press A, B, Y, X and 
START at the same time on controller two to 
become invincible. This even allows you to 
walk through walls! 

DEBUG MENUS 

Switch your SNES off and then back on again, 
then enter the following code on the game 
start/options screen: A, A, A, A, X, B, B, B, B, 
Y, X, X, X, X, A, Y, Y, Y, Y and B. If the cheat 
has worked, you'll hear a Jawa yell. Start the 
game and press L and R simultaneously on 
controller two to access the debug menu 
These menu can be used to alter the amount 
of lives, level select, character, health sword 
and weapon. You can go back to the menu at 
any point in the game by pressing L and R on 
controller two. 


LEVEL SKIP 


Level 1 - В, L, R, R, L, L, R, L, R, R, L, L. 
Level 2 -R, L, R, R, L, L, R, R, R, L, R, R. 
Level 3 - L, R, L, L, R, R, L, L, L, L, R, R, R, L. 
Level 4 - R, R, R, L, L, L, R, R, L, L, R, L, R, L. 
Level 5 - В, L, R, L, L, L, R, R, L, L, R, L, R, L, 
L 

Level GEE rec, 
R. 

BETTER PLAYER 


For a more skillful player, highlight the one you 
want then press the following buttons ori the 
second controller: L, L, L, L, L, X, R, R, R, А, 
R, R, R, X. 


LEVEL CODES 

Enter these level codes to get further in 
Ocean's spooky platformer: 

&&YKH - 17 lives, З hearts, Granny. 

V&HKF - 19 lives, 4 hearts, Granny, Pugsley. 


?DH94 - 29 lives, 4 hearts, Granny, 
Wednesday. 

?LSR4 - 33 lives, 4 hearts, Granny, 
Wednesday, Fester. 

BLSRS- 33 lives, 5 hearts, Granny, 


Wednesday, Fester, Pugsley. 


SELECT SUB-GAMES 

Enter the following code to choose which sub- 
games to play: Elmyra, Shirly, and Calamite 
Coyote. 


BOSS SELECT 

On the title screen, use controller two and 
press UP, UP, UP, DOWN, DOWN, DOWN, B, 
A and B. You should hear a chime, now start 
the game, choose your turtle and a menu will 
appear showing all 11 bosses. You can now go 
to any one of them. 

EXTRA CONTINUES 

A handy method to obtain extra lives and 
continues in one-player mode on Konami's 
classic beat-'em-up is to press START on 
controller two, when you're close to dying. You 
can now continue as the second player, 
increasing your chances of completing the 
game 


HIDDEN OPTIONS SCREEN 
To access the hidden options screen, simply 
press SELECT and START on the title screen 


LEVEL SELECT 

On the title screen, hold down X, Y, B, L, А, 
and DOWN. Then press UP. A level select will 
appear in the bottom of the screen. Press 
SELECT to advance through the various 
stages. 


LEVEL CODES 

If this war-time blaster is proving to be too 
tough for you, try entering the following level 
codes. 

6m!CQG!INCGGL8 

sZG70wW6HBF 

HMdMJ6C!brGiv! 

MIFIGCWPQKBY 

7dz12G8MwRIZ 

Finally, the code BBHnwLL13CB!r will take you 
to the final stage. 


HIDDEN OPTIONS 

To access a hidden options screen that will 
allow you to select your mission and become 
invincible, go to the title screen that allows you 
to choose the start and continue options. Then 
press the following buttons in sequence: B, A, 
B, Y, L, A, R, А and START. If this code has 
been inputted correctly, a brand new options 
screen will appear that allows you to change 
various elements of the game. 


EXTRA LIVES 
When you find a fairy, capture her and put her 
into a jar. Now when you lose all of your life, 
she'll rejuvenate you. You can use each fairy 
only once, but fear not as there are loads of 
them scattered throughout the game. |) 


ASTERIX 

7E05F003 — Infinite energy. 
7E05F907 - Infinite time (turn off 
after each level to allow timer to 


count down). 
7EO5FDO3 - Infinite lives. 
FATAL FURY 


7E060685 - Infinite time. 


FINAL FIGHT 2 
7E106F8D - Infinite energy. 


MORTAL KOMBAT 
7Е03В023 - Slow motion 
7E0471FC — Use with the code 
below to go to the end of the game. 
7E0472FF — Use with the above 
code. 


RIVAL TURF 

7E023F04 - Infinite lives, you can 
also walk straight through the 
levels. 


TINY TOONS 

7E0897FD — Jump off the screen. 
7E006A99 — When you pick up a 
star you get an extra life. 
7EOOB4FF - Walk through baddies 
to kill them. 

7E1A2C00 - Infinite time for 
Hampton pig (variable). 
7E1A023A - Infinite time for Babs. 
7Е009СОА — Maximum energy. 
7E00680X — Replace X for level 
select. 


TURTLES 4 
7E042800 — Super fast throw. 
7E042500 — Jump off screen. 


SUPER GHOULS ‘N’ 
GHOSTS 

7E02AE0X - Replace X with the 
desired digit to gain armour: 2 — 
Bronze, 1 — Steel, and 4 – Gold. 
7E14D30X - Replace X with the 
desired digit to gain any weapon: 
Even numbers + A, C, or E for 
normal weapons. Odd numbers -- 
B, D, or F for special weapons. 


ЕНЕ Е Р 


7E14CFOX - Replace X with the 
following digits to select a magic 
spell regardless of your current 
weapon: 0 — Thunder, 1 — Fire 
Dragon, 2 — Seek, З — Tornado, 4 — 
Shield, 5 — Lightning, and 6 — 
Nuclear. 


SUPER 

MARIO ALL-STARS 
(US VERSION) 

00803280 — Removes the country 
protection (US version). The switch 
must be activated before leaving 
the parameter screen. 
SUPER MARIO BROS 
7Е172А05 - Infinite lives for Mario. 
7Е07ЕВ09 — Infinite time. 
7E075606 - Invincibility, plus Mario 
becomes big when touched by fire. 
SUPER MARIO BROS 2 
7Е04ЕЕ05 - Infinite lives for all 
characters. 
7E04C33F — Unlimited energy. 
7E04E130 — Invincibility. 

SUPER MARIO BROS 3 
7E073605 - Infinite lives for Mario. 
7E073705 - Infinite lives for Luigi. 
7Е05Ғ009- Unlimited time for 
Mario and Luigi. 

7E1DA263 - Coin level always 
remains at 99, each new coin adds 
to your lives counter. 

THE LOST LEVELS 
ТЕЕВО2ХХ - Replace XX with the 
required stage number. 
7Е07ЕВ09- Unlimited time. 
7E075606 — Invincibility. 


WWE 
ROYAL RUMBLE 
7E02E5FF - All action is speeded- 


up. 


YOSHI'S SAFARI 
00800700 — Use with the code 
written below to allow this game to 
run on a PAL machine. Enter 
codes, turn Action Replay on, and 
then press START to go into the 
game. 

00804E80 — Use with above code. 


Lin Е 
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MAGICAL QUEST 
(UK VERSION) 

C22BADDS - Infinite lives. 
C2E5D462 - Protection from most 
hits. 

C23E6F65 - Infinite magic. 
DFEFOF68 - Gold coin worth 10. 


1B2D64A5+4A2D67D5 - High 
jump. 

1B2D64A5+4D2D67D5 — Mega 
jump. 

1B2D64A5+F02D67D5 - Turbo 
jump. 

DCAED4D7 - Start with 10 hearts 
of energy. 


MORTAL KOMBAT 
C980CB94 -Infinite time. 
DF6114DD - Start on match 2. 
04611400 - Start on match 3. 
D76114DD - Start on match 4. 
D06114DD — Start on match 5. 
D96114DD - Start on match 6. 
D16114DD - Start on Mirror Match. 
D56114DD - Start on Endurance 1. 
D66114DD - Start on Endurance 2. 
DB6114DD - Start on Endurance 3. 
DC6114DD - Start against Goro. 
D86114DD - Start against Shang 
Tsung. 

6DB53DD7 - Always get a Flawless 
Victory bonus. 
CB6A44AF+D16A47DF - Almost 
always fight at bottom of pit. 
562В10С4 - Kano's uppercut does 
more damage. 

08281534 — Kano's flying punch 
does more damage. 

DA261044 — Kano's flying kick does 
more damage. 

562E4014 — Johnny Cage's 
uppercut does more damage. 
082B4934 — Johnny Cage's flying 
punch does more damage. 
7А2Е41С4- Johnny Саде” flying 
kick does more damage. 

56243934 — Liu Kang's uppercut 


does more damage. 

08293944 - Liu Kang's flying punch 
does more damage. 

7A2F3914 — Liu Kang's flying kick 
does more damage. 

5620304F — Sonya Blade's 
uppercut does more damage. 
082930CF — Sonya Blade's flying 
punch does more damage. 
7A2F354F — Sonya Blade's flying 
kick does more damage. 

5625C134 — Rayden's uppercut 
does more damage. 

082FC144 — Rayden’s flying punch 
does more damage. 

7A26C944 - Rayden’s flying kick 
does more damage. 

562A3914 — Scorpion's uppercut 
does more damage. 

082E3134 — Scorpion’s flying punch 
does more damage. 

7A2D4947 — Scorpion’s flying kick 
does more damage. 

562A3914 — Sub Zero's uppercut 
does more damage. 

082E3134 — Sub Zero's flying punch 
does more damage. 

7A2D4947 - Sub Zero's flying kick 
does more damage. 


РОР "М TWINBEE 
(UK VERSION) 

СВСВСАА6 - Infinite health. 
C2AFCF6B - Infinite credits. 
3CCFCDAS - Infinite mini- 
transformation attacks. 
DD65340F — Heart restores health 
fully. 

DF6434DF+6C6434AF - Start on 
stage 2. 

D46434DF+6C6434AF - Start on 
stage 3. 

6C6434AF - Start on stage 4. 
D06434DF+6C6434AF - Start оп 
stage 5. 

D96434DF+6C6434AF - Start оп 
stage 6. 

D16434DF+6C6434AF - Start on 
stage 7. Vj» 


€ Please note - unless otherwise stated these are codes for UK carts and may 


not work with US or Japanese versions. 


€ Remember when phoning the helpline to have your membership number ready. 


H åE L P 


Lin Е 


з OS43 231088 


MON - FRI: 12.00 NOON ~ 7.00 PM, SAT: 8.00 AM - 12.00 NOON 


SSORY RANGE 


Attention Street Turbo owners. 
Тһе Parrot Pad. £24-99 +£1.50 P&P 


Tuding Street 
АП Stars 


Compatible with UR. US & Jap 
machines 


Play scart machines on non scart 
televisions 


£15.00 +£1.50 ры” 
5.00 +£1.50 ры” 
7.50 «i50 ғы» 


«£64.99 +£5.00 мы? 
e£ CALL 
SMART CARD JOYSTICK 

(INCREDIBLE).......... «£65.00 «5.00 rir 


Ol YOU! 


DO СА ЖАЛ LETHE REST GAMES 


JUST LOOK AT THESE 


£60.00 BOMBERMAN /MULTITAP... 
„249.50 LETHAL ENFORCER 
„05050 — ART OF FIGHTING 


S. EMPIRE STRIKES BACK 
CLAYFIGHTER 


ALADDIN 
TMNT TOURN. FIGHTING... 


HUNDREDS MORE TITLES IN STOCK ALL WITH 


HUGE DISCOUNTS 
CALL TODAY 


Gamesmagic. 
ENTERPRISE HOUSE,7 CANBERRA WAY, CHESTER, CH15TG. 
TRADE ENQUIRIES WELCOME 


WARNING! THIS PAD WILL SERIOUSLY 
DAMAGE YOUR OPPONENTS HEALTH!! 
ALSO AVAILABLE 
MEGADRIVE 6 


BUTTON PAD ............ £17.50 +£1.50 POP 


TRISTAR (NES TO 
SNES CONVERTER)...£45.00 +:1.50 por 
X-TERMINATOR 

(CODE BUSTER ACTION REPLAY 
COMPATIBLE) ..............« 


ZAP COMPUTER GAMES 
TECHNO HOUSE, LOW LANE, HORSFORTH, 


LEEDS ssa 


0532 590077 
FAX No: 0532 586523 
SEE OUR FULL PAGE SOFTWARE AD ELSEWHERE IN THIS ISSUE 


ZAP HOURS: 9am-7pm Mon-Fri * 9am-5pm Sat & Sun 


* You've gol the Game, now get the Pad. 

+ Are you fumbling with your Fire Balls? 

+ Delaying your Dragon Punch? 

* or Simply making a hash of your 
Hurricane Kick? 

Then the Patriot is the pad for you! 

Create all your favourite moves on the 

incredible Streetfighter Turbo game with 

the press of just one button. 

* Compatible with all the Turbo Characters 

* Simply flick the switch to the warrior you 
desire. 

* Four different special moves for each 
character. 

* or simply use as a normal pad. 


Like the Patriot but for Mortal 
Kombat 


£39.99 +£1.50 Per 


ON YOUR DOORSTEP MAX (From receipt of order) 


Please send me packs of Bodecker and 
The Badman Xmas Cards @ £3.25 + 50p P&P. 
l enclose a cheque/postal order for £. 

made payable to THE HOUSE OF WAX LTD. 


„Post Code. 
House of Wax Ltd., Suite 3, 64 Bradf 


PLEASE MENTION SUPERPRO WHEN RESPONDING TO ANY ADVERTISEMENT 


Gibber. a plenty, it's 
terribly. cold. My hands 
are blue, my snout is 
purple-and — well, every 
part of me is a different 
colour than God 
intended when he 
lovingly created my fair form. 


this month I’m changing my (fruitless) plea 
from chocolates to woolly scarves. Don't be 
shy, send. "ет in. Yet 
again, there's plenty of 
grumbling letters this 
issue, with just about 


everyone 


А i: i 
STATE OF THE NATION 


Dear SuPERPRO 

Being a relatively new SNES owner, 
I'm rather pleased with my machine 
so far, apart from the fact that I'm fed 
up with buying almost everything on 
US import. My patience is running 
out! Nintendo can moan all they like 
about Sega's higher sales figures, but 
they only have themselves to blame 
for a UK release schedule that barely 
manages to crawl along at a snail's 
pace at the best of times. They can 
drop prices all they like, but people 
don't want to wait months for a game 
10 get released over here. How many 
thousands of SFII Turbo carts have 
been bought on import? And what 
about Starwing when that came out in 
the US? 

The point is, that a lot of people 
who want these games will get them 
as soon as they're available, with the 
result that UK sales will be 
significantly reduced if, and when, the 
games finally do make it over here. 
Surely it wouldn't be too hard to 
arrange a simultaneous US/UK 
release? One thing I'll give Sega is 
that at least they take the UK market 
seriously (well they have to — it's 
practically the only one they lead 
Nintendo in). Maybe things are 
improving for UK SNES owners, but 
they're certainly not up to scratch 
currently. I'll be getting Rock ‘л’ Roll 
Racing and Biometal on US import 
within a couple of weeks, purely 
because I’m getting a bit bored with 
the games I've got — as we all do — 
and there ain't much choice PAL-wise 
at the moment. As far | know, 
Biometal's original UK release date 
was September, and now it's late 
November. The situation really is 
ridiculous. Trying to capture the 


Therefore, 


being two foot 


taller on their respective 
soap boxes, piping away about current affairs and generally having a 
good moan. You've got to have big shoulders and and a wise head to 
get through all your letters, but, as big boss Stuart said when he 
handed me this monthly treat, someone with sensitivity and tact must 
do the letters, but we'll make do with you for now. 


К | 
. x q 
ey 

Pes SE 


Christmas market is one thing, but it's 
not the only time of year people want 
to buy games! | just hope things 
improve as the big companies begin 
to throw a bit more weight behind the 
SNES. 

Mark Thompson, Southport. 


Get up on the wrong side of the 
bed, Mark? You went on in a 
footnote to lambast Tiny Toons 
Adventures and the possibility that 
you would be digging your old 
Spectrum out. Well, don't despair, 
things are improving. One of the 
reasons publishers have been 
delaying UK releases is the high 
price of buying carts from Japan. 
Now Nintendo have changed their 
pricing policy, releases should be 
sped up. The situation is still far 
from perfect, but 1994 should bring 
plenty of good cheer on both 
prices and release dates. And now 
on to the more regular kind of 
letter. Grumble, groan, 
dissatisfaction, moan, "Do you 
have a spare copy of..." 


GOOGLIES, PLEASE? 


Dear SuPERPRO, 
Please, please, please, please (etc 
for a few lines) print my letter and 
finally put me out of my misery (come 
'round here and 1 might — sorry, it's 
been a bad day). 

My life is almost complete. | have 


my SNES, I have my fiancée, І have 
my new house and | have ту copy of 
SuPERPRO, but one thing is missing. 
You see, l'm a cricket nut, but there's 
no cricket game for the SNES. So 
imagine my joy when I found out 
about Super International Cricket from 
Beam Software. But | don't know any 
info about it, so please tell me the 
price, release date... anything! Please 
help complete my life... 

Yours desperately, 

Chris Snasby, Peterborough. 


When 1 first read your infinite line 
of pleases, І thought you were 
about five years old, Chris, so it 
was a touch disconcerting to read 
that you had a fiancée and a house. 
So the old thing you're missing is a 


,cricket sim, eh? You complete 


saddo. Cricket is to sport, what 
[sexist Eastenders comment 
deleted] - so far on the other side 
of the scale as to be considered 
contrary. Still, that's just my (soon 
to be deleted by big Ed.) opinion. 
Sadly, on the subject of the game 
itself it's still not finished and 
unlikely to be released before 
Spring. The price has yet to be 
decided, but is likely to be around 
£50. Expect a preview soon-ish — 
that is if we can stop Ryan falling 
asleep at the mention of the title! 


MORTAL HYPE 

Dear SuPERPRO, 

One subject that seems to crop up 
every time | pick up a mag (or 
newspaper) is video game violence... 
why all the fuss now? If a game like 
Mortal Kombat had been about a 
couple of years ago, no one would 
have batted an eyelid and it would've 
faded away pretty soon. The 


SUPER PRO Уч DECEMBER 1993 


newspapers that make all the fuss 
(The Daily Mail for example) are only 
defeating their own (dubious) 
purposes because people like myself 
are going to wonder what all the fuss 
is about and end up going down to 
their local arcade to find out. Then 
they'll go to their friends and say "Cor, 
you can rip his head off!” and more 
interest is generated in the game than 
if the papers had stayed schtum. 

1 have been playing video games 
for as good few years now, and | can't 
say that they've had an adverse effect 
on my behaviour (although your 
writing does indicate a bit of a 
Іооро personality). | feel that the 
over the top gore and violence is 
shocking at first but once you've seen 
it, it becomes quite funny (I think 


that's the very effect we're 
supposed to be wary of, actually). | 
mean, how many people do you know 
who can punch a person's head clean 
off his shoulders, hmmm? 

Thanks for taking the time to read 


- this and | look forward to hearing your 


(very important) views on this 
subject. тн 
Michael Morrison, London. 


Newspapers, eh? Who takes them 
seriously these days? According to 
them the Tories lost the last 
election, John Major's out of a job 
and Freddy Star ate a rodent. It's 
the post-modern times. So while 
papers still cause lots of con- 
troversy about things to sell their 
papers, they know, and we know, 
and they know we know, that it's 
really just a lot of tosh. Next... 


HAPPY BIRTHDAY TO US! 

Dear SuPERPRO, 

I'm hoping that this birthday package 
of mine will reach you in time for your. 
first birthday. Happy Birthday 
SurerRPRO (song deleted for 
fear of boring readers). 
May ! wish you 

many more birth- 
days to come. Well, 
down to business. | һауе 
often tried your cheats for 
Turtles In Time (boss 
select) and Super Mario 
Kart (drivin' in the dark) 

but | can't get either of them to work, 
sadly. | was wondering if there was a 
specific time to use them, and if so, 
when? І don't like to complain on your 
birthday, so I'll stop and ask a few 


questions. 
1 - What are your favourite types of 
games? Sport, platform or puzzlers? 
2 - Is that company you advertised in 
issue 9 (games for £9.95) safe to use, 
as you've never printed an ad from 
them since? 
3 - Why didn't Nintendo want to put 
any more gore in Mortal Kombat, and 
then refuse to put the seal of approval 
on it? 
4 - Please could you print this letter 
for me as you didn't last time. 
5 - Do you think the Nintendo 
SuperScope is any good? ^ 

Now 1 think these five questions 
Should keep you occupied for a while, 
so | will leave you in peace. 
Jonny Ratchford, Hampshire. 


One thoughtful gift deserves 
another, Jonny, so one of the 
games you suggested you'd enjoy 
should be winging their way to you 
in time for your own birthday 
(tactfully mentioned in your 
birthday card to us). 

1 - Personally, | like a good fun 
sports sim, Super Family Tennis 
being the office favourite at the 
moment by a long chalk. A UK 
version is planned, provisionally 
titled Super Smash Tennis. Sunset 
Riders is great fun, but I’m not too 
partial to strategy or puzzle games. 
A few slices short, you might say. 
I'm pretty confident that Super 
Empire Strikes Back will be my top. 
Christmas play, even if it is a bit 
tough. 

2 - Unfortunately, DF Software no 
longer answer their phone! 
Although our advertising effort 
makes strenuous efforts to check 
out all ads, demanding credit 
checks and so on, occasionally a 
company slips through the net. If 
you have any problems with a 
company advertising with 
ЗиғренРно please write іп to our 
advertising people so they can 
help. 

3 - Because Nintendo still think 
they're selling to kids, when we all 
know the market is much wider. 
Here's hoping they'll wise up. 

4- бо оп then. 

5 - It'S a very good idea, well 
implemented with pixel-perfect 
accuracy. Pity most of the games 
are rubbish, with even Yoshi's 
Safari hardly coming close to 
justifying the SuperScope's price. 


CLEAN AS A WHISTLE 

Dear SuPERPRO, 

Congratulations on a very good mag! 
This is so for a few reasons, which 
are: 

1 - You have very little bad language 
(none, methinks!) and no sick 
jokes... keep it up please! 


LETTERS 


2 - Your magazine 

is well written and | 

can usually trust 

your reviews to be 

similar to what | might 

think about a game. 
However, | have a 

few constructive crit- 

icisms, which are: 

1: What you say 

about games is 

usually right, 

however — 

(blah, blah, 

Red October » 

score too high 

„~ wiffle | 

waffle). as? 

2: As you write SUPER XS and SEGA 

XS, why aren't you as tough on the 

longevity of games as these other 

mags аге? | feel quite strongly about 

this, as I’m one person who tends to 

find SNES games too easy. 


3 - Why don't include the price of the 


games listed in the А-7? 

І hope you don't mind all that too 
much. It's just that they're a few small 
points in the mag I'd like to see 
changed, please. 

Anyway, on with some more 
questions. о 
4 - Which do you reckon is the best 
carry-case for the SNES that holds 
the console, over six games and all 
the leads? 

5 - Is there anywhere | can get issues 
four and six of your mag, in brill-o-fab 
condition and with all the free gifts? 

6 - Can you recommend any really 
good (and really tricky) SNES games, 
which aren't RPGs or too frustrating, 
and are available officially? 

| hope you can answer my 
questions and take my suggestions 
into account, to make a really good 
mag even better. 

Jonathan Hyde, Avon. 

PS Please could you send me a 
bindér instead of a T-shirt? 

PPS Thanks for keeping that SEGAPRO. 
girl out of SuPERPRO, and the same 
goes for the Japanese Manga 
drawings. 

PPPS Please could you make the 
staples stronger in future issues, as 
my middle pages are loose! 


Л - Always, actually. 


2 - You foolish Іооро. Super XS and 
Seca XS don't rate longevity, 
period. Some of you readers really 
do seem to be complete - snip! 

3 - Because there's no space, while 
both import and official prices can 
vary considerably according to the 
shop you visit. 

4 - Uhm, a Sainsbury's bag always 
does me fine, but if you want 
something swisher some mail 
order company will no doubt write 
in with some snazzy merchandise. 


5 - I'm afraid those 
two particular issues 
were so phenomenally 

successful that we 
haven't got one, single 
copy left, with or without 
their respective free gifts! 
(Even I haven't got a 
copy!!!). 

€ 6- Aero The 

\ Acro-Bat 

should 
have more 

than enough 
lastability for 
even you! 
\  — PS Neither, I’m afraid, 
|. as punishment for your 
duff question two. 
PPS It's not my decision to keep 
ЅесАРно girl out, believe me. 
PPPS The staples are in weight 
training at this very moment, 
getting fit and ready to grip those 
pages even tighter (but then again, 
І might be hallucinating, due*to the 
rather potent medication Гт 
currently trying out). Moaning boot. 


A BLABBER $ 
Dear Mark, 

I'm not going to blab on about how 
mega your mag is, or how you put 
"butt" instead of "but" in issue three. | 
also don't expect you to publish this 
letter, or even give it a second look, 
but | would like it if you did print it, as 
my brother brags about him having 
things in print and if he saw this in 
your column, he'd probably die. It's not 
a particularly interesting letter, more a 
kaboddle of questions really, so here 
we go. 

1 --I'll be doing a work experience in а 
couple of years and | wondered if I'd 
be able*to come and work for you? 

2 - When І was a Sega owner (and а 
pretty miffed one at that) | frequently 
purchased SecaPro. | thought it really 
was the stuff but I’ve only just realised 
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that you two mags are published by 
the same company. l've also heard 
that you publish many other mags too. 
Please can you inform me what they 
are? 

3 - How do you do а golden fireball in 
SFII Turbo? It sometimes just slips 
out. Is it a fluke or is there some skill 
to it ? 

4 - A little bird told me you give away 
free games. Should І strangle this bird 
or is it telling me the truth? If it is right, 
do you think you could send me 
Zombies ate My Neighbours? 
Nathanial Lake, Northhampton. 


1 - After marvelling at your use of 
punctuation and interest free style, 
I'll have to say probably not. Well, 
write in when the time comes. You 
never know. 
2 - As well as our Sega reviewing 
sister mag, Paragon also publishes 
the hugely popular Super XS and 
SEGA XS, both bursting with tips, 
maps and the odd review for, 
respectively, Nintendo and Sega 
games. A new PC mag, entitled PC 
Power will be forthcoming, there’s 
Super NES and Sega review 
compendiums every now and then, 
and we also publish MEGA Power, 
for those three people in Torquay 
(intellectually challenged capital of 
the country) who actually have 
Mega-CDs. Just call us a 
publishing legend. 
3 - Ryan has reliably informed me 
that fireballs appear completely 
randomly and cannot be controlled 
(much like pay rises — ha ha. Gulp). 
4: The little bird is quite right, 
but you might as well strangle it 
anyway because your letter hasn't 
won а cart. A T-shirt, maybe. 
Christmas coming and all thst. 


So another Mail section is over 
with, and I can get back to my 
coffee brea — errr, work. It's the last 
week of this issue, and the flatplan 
is looking rather white (ie, there 
aren't many pages with a lovely 
pink stripe through them indicating 
completed pages). It looks like 
your favourite designer will be 
toiling into the night for the rest of 
the week, with a. grumbling tum 
and a moaning Paula beast to get 
һоте to. Just joking. She doesn't 
moan really. Well, not as much as 
me. But then Гуе got a lot to moan 
about, as the stresses and strains 
of being a low profile, low income 
designer in the ruthlesss. 
heartless, fast-paced world of 
publishing push down upon my 
furrowed brow. Write soothingly to. 
MARK'S LETTERS, PARAGON 
PUBLISHING, DURHAM.HOUSE, 
124 OLD CHRISTCHURCH RD, 
BOURNEMOUTH BH1 1NF. P- 


«С» ха ЕР 


1 Left, we һауе а 
frightening 

| rendition of 

| Goro from that 
| game, superbly 
y drawn by Pieter 
| Stevens, from 
Belgium. well 
crayoned, 
Pieter, my 
thumbs are still 
blue from 
handling your 
picture! Below, 
a delicate 
illustration by 
Patrick Steele of 
Nottingham. 


Below, the best piece of 
artwork l've had for ages, 
and featuring my 
favourite film (and 
computer game) to boot! 
Well done Paul Burrow, 
you're painting has been 
the centre of attention for 
weeks in the office. Let 
us know which game 
you'd like as your prize 
(bet І can guess!). 


Top right, thanks to Filip. 
Stevens of Belgium 
(again!?), top left, to 
Chris someone of 
somewhere (great 
drawing), right to Zach 
Phoenix from 
Birmingham, and finally, 
a bit of unlikely bonding 
from Matt Squibbs in 
Desbough. Well done! 
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Office Hours: Mon - Fri 9am - 5.30 pm 
Sat - Sun 10 am - 4.30 pm. After office hours: 
5.30pm -10pm (ring 0850 799702) 


EMPIRE STRIKES BACK UK/USA  NOVICALL 
STREETFIGHTER 2 TURBO UK/USA £56.95 
SUPER BOMBERMAN PAC.MULTI TAP USA 59.95 
ALADDIN USA/JAP CALL s à 
ЖЕТОО. USAAF 501.06 TEL: 0472 362236 or 0850 799702 Fax: 0472 362166 (24 hours) 
MARIO ALL STARS UK £47.95 
ТМ.МЛ. TOURNAMENT FIGHTERS — USA/JAP NOVICALL н 
3D BASEBALL JAP £69.95 FOR THE LATEST US & JAP SNES IMPORTS.FOR CUSTOMER CARE - IF YOUR E HAPPY - WE ARE!! 
ACTRAISER 2 USA/JAP NOV/CALL WE ALSO BUY AND SELL 2ND HAND GAMES. PLEASE CALL FOR DETAILS. 
ZOMBIES ATE MY NEIGHBOIURS £44.95 
ROCK N ROLL RACING £44.95 USA SNES.JAP SNES.USA SNES.JAP SNES 
CLAY FIGHTERS CALL 
USAISNES -rie list SUPER OFF ROADIBAIA........ 44.99 
COOL SPOT £45.95 БА SNES (SCART) ia £96.99 SUPER HIGH IMPACT £42.99 
БАҒЫС DUCK Por 1PAD, ALLLEADS, TAKES EDS ATLAS £44.99 TEHO майдын £48.99 ПЕМІ 
ASTERIX б ДТ; „£45.99 TUI „£48.99 
А ee sza THEGAMES CONSOLE | оона саш Ue eames ie 
COOKE bem, emos USA 2022 SPECIALIST ME е poo LT 
CACOMA KNIGHTIN BIZYLAND ...£38.99 YOSHIE'S COOKIE £43.99 
CAPTAIN AMERICA £44.95 1 PAD, ALL LEADS, DOUBLE DRAGON £41.95 ZOMBIE ATE MY NEIGHBOURS.... CALL 
AREO THE ACROBAT £45.95 ENGLISH INSTRUCTONS, DESERT STRIKE £39.99 МЕМ GAMES ARRIVING DAILY!!! SCART LEAD ONLY 
ae 222 Жаа DUNS ы 
SUFER WIDGET enos NB. Sca қ hi £48.99  COMBATRIBES £3499 SUPER ADVANTAGE 
BENGOK DS В Sear machins ae Du; £44.99 DRACULA £55 ' ОМУ 
SECRET OF MANA (RPG 16M+BB) £52.95 W7Siefasterthan UK, уурар dde DEAD DANCE 55759 
UTOPIA £46.95 PALSNES and also деа рта FURY $4499 РОР N TWINBEE £4999 PAL BOOSTER 
ETC. {ull screen of vision! GOOF TROOP 44849 SFORMATIONSOCCER2......5699 — ONLY 
ХҮЛЕ Ue". шы; 
MORTAL KOMBAT UK/USA £39.50 070 3 UNIVERSAL ADAPTOR | LOST VIKINGS. £42.99 RUSHING BEAT RUN. 145,99 UNIVERSAL PRO ~ 
STREFIGHTER 2 TURBO UK/USA #4450 PLAYSUSUAPGAMES МАЮ ALL STAR 45210 PARODUS. £38.89 
ON YOUR UK. SNES. MECAROBOT GULF £44.95 SuperMult-ap 5 player adaptor 
MARIO ALL STARS UK/USA/JAP £39.50 BESTQUAUTY 7 MORTAL KOMBAT. £53.95 (for games ке Super Bomberman, UK 3 PIN POWER 
BATTLETOADS USA £34.50 ADAPTOR ON THE қ ініні WC RACING, Ed Super Formation Sorte) NEN Ser FOR i 
CEN MS US A 59250 MARKET NCAA BASKETBALL. 84199 NEW GAMES ARRVNG To 
эст ane i NEIGHBOURS ТЫН 62950 PLAYS ALLDSP&SFK ^ OPERATION LOGIC BON... 24895 
ROCK М ROLL RACING USA £39.50 _ OTHER FORMATS AVAILABLE: ИОК a 5% | 
ip KART,STARFOX) SUPER WIDGET. £45.99 
TINY TOONS USA £29.50 NEO GEO, GAME GEAR, MASTER ALLOWS YOU TO PLAY SUPER SLAPSHOT —— E 9 Тр 
ROYAL RUMBLE USA £39.50 SYSTEM, GAME BOY, 300 (OCT.) ANY GAME ON ANY ( 


ETC. 


MACHINE, 


WINGS UNI CON 


DATEL UNI NTSC ADAPTOR 
SN PROGRAM PAD PLEASE ADD £1.50 DELIVERY FOR 


ACTION REPLAY GAMES AND ACCESSORIES 


ASCII STICK (ONE HANDED) 7 (IST CLASS RECORDED DELIVERY) 


CAPCOM POWERSTICK 39.9! SHOP PRICES MAY VARY. 
ЕЛТ.С. PRICES SUBJECT TO CHANGE WITHOUT NOTICE 


YOUR NAME. 
YOUR ADDRESS. 


YOUR TEL. NO. " 
CREDIT CARD NO. EXP. DATE, 
ISSUE МО SWITCH) SIGNATURE. 
CHEQUE CO PO C CREDIT CARD C31 CARD TYPE. 


GRANDTOTAL 


МУ E ED Жі ccmew- Iz 
se ee Е Е Улда EXCHANGE WELCOME 


PLEASE ADD £1.50 P+F 


А= ^ (Zoeoocc Gaes ON ALL-GAME: 


ЖАНЕ В ЕСТЮН aD GAMES PATEEXONANGE OE WE ALSO SELL MEGADRIVE, MEGA CD, AMIGA CD32, NEO GEO AND HAND HELDS 
YOU D! SEE ERE.PLEASE CALL - LOAD: HRISTMAS BARGAINS. AERO THE ACROBAT execesseeseeeeot 46.00 amne PUE NIE ТИШН УНЕ ӨР Ел, 


ART OF FIGHTING өөөөөөөөөөөөөөөөөвөө» 52.00. MARIO & WARIO ееееееевееекееееенеееее 65.00 
эекмеккменосуосекте кеннен; MARIO IS МІ55ІМСеееееевевеееееееееее 46.00. 
MARIO KART өөөөөөөөзөөөөөөөөөвөвөөзөөөө 39.00 


PINK PANTHER тиетин 46,00 
ROCK N ROLL RACING+*eseeeeeeereee 47.00 

CLAYMATES srevvsesesssssssssssssseesese CALL. SHADOWRUN eeeeeeeececcecsseeseseosennf 

CYBERNATOR »ееевееееееееевегегееееегг £44.00 

DAFFY DUCK -MARVIN «eeeeeeeeeeee £47.00. 

DENNIS THE MENACE өөөөөөөөөөөөөөЁ 47.00 

DESERT FIGHTER eeeeeeeeeseeeeeeeeee CALL 

DRACULA: £40.00 


ЕОШМОХ+өөөөөөөөвөвөөөөөөөөөөөөөөөөөвеве ДД, 

EYE OF THE BEHOLDER eeeeeeeeeees 51 00 

FIDO DIDO еезеееееке еее ек. еке кекке ме СДД 

FINAL FIGHT: £32.00 

HUMAN GRAND PRIX өөөөөөөөөөөөөөө £49.00. 

INSPECTOR GADGET өөөөөөөөөөөөөөөө 46,00 

JUNGLE STRIKE CALL 

JURASSIC PARKeeeseeseessseeeeseeeee 45.00 

KING ARTHURS WORLD «ееееееееееее 17 . e 

LEMMINGS өөөөөөөөөөөөөөөөөөөөөөөөөөөөөө 40 

LOST VIKINGS өөөөөөөөөөөөөөөөөөөөөөө Д5: 00 JA 3 ееееее кенен eene eene enne 35 | 

LEGENDS OF THE ҢЇМСөөөөөөөөөөөө 748.00 ЖЫ, ATE МҮ NEIGH. 6560 
À [erp 


US SUPER NINTENDO ...£125.00 | IF You DON'T SEE WHAT YOU WANT 
UK MARIO ALL STARS 00 LL... PHONE кови 
1 ASK FOR A DEAL ОМ А CONVERTOR 
ACTION REPLAY CART ....£39.99 | 
CONVERTOR PLAYS S/FX ALSO WHEN YOU BEC een 
PLAYS SFII TURBO .........£14.00 €— 
POSTAL ORDERS PAYABLE TO: 
SORRY! BUT PRICE MAY CHANGE DUE < OTRA A 
TO FLUCTUATION OF THE POUND Sr 
WIN A 


г. 
СК. TURBO DUO А ҒАТ аа Шэ ээ! Li гъ 


Please add £1.50 for пата А LIVERY) СЇ o AME FOR, 


TEL: 071 372 4356 125152. B= Se S 


RoAd, London NW6 S Za Louden Road, Southend, Esser SSI IPG 


PLEASE MENTION SUPERPRO WHEN RESPONDING TO ANY ADVERTISEMENT 


THE Games Exchange SUPER NES, NES, GAMEBOY 


POST TO: THE GAMES EXCHANGE, 24 LANGTON CLOSE, 
HUCCLECOTE, GLOUCESTER,GL3 3AZ. 


SWAP ANY САМЕ FOR ANY OTHER GAME OF YOUR CHOICE: Meet 611550 
BEATS PAYING £40 OR MORE FOR A NEW ONE нЕ 


WE DO NOT CHARGE EXTRA FOR POSTAGE, WE DO NOT USE A POST BOX NO. WE DO Mt SE н i n 
NOT CHARGE MEMBERSHIP FEES,BUT WE DO DELIVER BY 1ST CLASS RECORDED SIGNATURE OF GUARDIAN 
POST!! WE CHARGE ONLY £4.50 (TOTAL) PER GAME EXCHANGED.WE CARRY A LARGE (IF UNDER 18) 
UPTO DATE STOCK OF GAMES,TOO MANY TO LIST. OUR MEMBERSHIP NUMBERS HAVE 14ST CHOICE 

RISEN TO WELL ABOVE 1000! MAKE YOUR PREFERRED CHOICES OF A SIMILAR 2ND CHOICE 
SUPERPRO RATING AND VALUE AS THE ONES YOU SEND. FOR THEIR SAFETY, SEND 3RD CHOICE. 

GAMES IN PADDED PACKAGING AND BY RECORDED DELIVERY. USE A COPY OF THE 4TH CHOICE Ti 
FORM OR A SEPERATE SHEET OF PAPER IF YOU DO NOT WISH TO CUT OUT THIS GAME ENCLOSED ........ 
COUPON OPPOSITE. GAMES ARE USUALLY DESPATCHED BY RETURN OF POST, BUT AMOUNT ENCLOSED £.. 

PLEASE ALLOW A MAXIMUM OF 14 DAYS FOR DELIVERY. ONLY CARTRIDGES THAT ARE 
BOXED WITH INSTRUCTIONS WILL BE ACCEPTED. PLEASE MAKE CHEQUES-PO s PAYABLE ТО" 
WE ALSO BUY AND SELL 2ND HAND GAMES AND CONSOLES THE GAMES EXCHANGE’ 


Are you missing out on the VERY BEST Nintendo Group 


Second-hand hardware, software, and cartridges bought/sold. Free 
service to members!:Fantastic Hints 'n' Tips Games Wizard database 
Exclusive fantastic special club offers, and discounts. Thousands of New Contacts, 
FreeHelp and advice, Latest product information and member 
reviews. Plus the best Fanzines/Gamesand Hints 'n' Tips manuals. 

Exclusive Newsletters,BBS and much more, for Nintendo,Super 
Nintendo, Super Nintendo and Gameboy Console Owners Worldwide 
Also groups for other machines g SEGA, Amiga, Atari, IBM, C64, Spectrum, CPC, BBC -WAN 
Find out what you're missing by sending an SAE for our FREE intro pack 


6.0.0. (Sp)*P.0. Box 121*Gerrards Cross*Bucks*SL9 9JP+(0753) 8844713, 


GAMES WIZARDS WANTED: We are expanding our international database 
of Games Experts who know the in-depth story or solution NES, SNES or 
Gameboy games.-The more the better. If this sounds like YOU contact us 
now for details of real financial reward and our Games Wizards Database!! 


GLASGOW STIRLING 
DE COURCYS € THE 


ARCADE 
LE LANE MURRAY PLACE 


Trade/Dealer inquiries welcome. Plus FREE publicity for new fanzines/games guides:Contact us NOW! 


3XFEELING LUCKY x? 


VASTLIGHT 


FOR YOUR LATEST SFC ADD “ONS. 
DISCOVER OUR SUPERB SERVICE. 
D-RAMS & ROM CHIPS AVAILABLE. 


Answer 4 out of 5 easy multiple choice 
DISTRIBUTORS OF ALL TYPES OF JOYPADS, 


questions correctly and you could be a winner. JOYSTICKS,PAL BOOSTERS AND OTHER 
ADD -ONS FROM FRONT FAR EAST, 


0336 400295 /3 CCL&VENUS.EXPORT ANYWHERE 


IN THE WORLD. 
Megadrive 11 + 


Ronic 2 — RETAIL MAILORDER TRADE ORDERS 
m 24 BITS OF DRAM 24 M BITS OF DRAM 
FROM £200 FROM £145 

гъ NE DEUM NICKY LEE VASTLIGHT INV. LTD. 
Megadrive ax SERIES eae 51 PREMIER ST SHOP B1A, MEIWAH 
OLD TRAFFORD, BUILDING WAN TAU 

MANCHESTER M16 ST. TAI PO, NT, 

9WB ENGLAND HONG KONG. 

TEL: 0850 843 988 TEL: 675 8751 

Closing date 18.2.93.Entrants under 18 must seek permission of the person FAX : 061 232 0074 FAX : 675 791 9 


paying the phone bill before making this call. Calls cost 36p per minute cheap 
rate,48p per minute at all other times. Maximum cost of call is £2.40. Maximum 
length of call is 5 minutes. For ІШІ set of rules & regulations send S.A.E.* 
to GTB 5-11 Hanbury Road,London W3 8RF 


PLEASE MENTION SUPERPRO WHEN RESPONDING TO ANY ADVERTISEMENT 


A dated and simplistic shoot-'em-up with just 
five levels providing minimal challenge. 


ACTRAISER (ENIX) 

A brilliant mix of a strategic gods 
game and a great looking 
platforming slash-'em-up. The Jap 
version is murder without English 
text and the American version is too 
easy. Go official with this one! 
ProScore 91% (Issue 2) 


AEROBIZ (KOE!) 
This puts you in charge of an airline, buying 
aircraft, routes, hotels, advertising, and even 
choosing whether to skimp on repairs! It's 
surprisingly addictive and allows you to 
compete with three other airlines (human or 
computer controlled). There's also battery back- 
up. AKA: Air Manager. 

ProScore 84% (Issue 6) 


AGURI SUZUKI F1 
Now an official release, cf F1 Suzuki. 


AIR MANAGER (KOEI) 
Japanese text version of Aerobiz. 


ALIENS II! (ACCLAIM) 

All the movie's stunning 
atmosphere with several hundred 
more aliens! Ripley's also found a 
hidden stache of heavy weaponry 
fortunate as there's six massive 
levels with 6-8 missions each. 


ProScore: 92% (Issue 8) 


Great graphics but the scrolling beat-'em-up 
action is repetitive and unimaginative — even in 
the later, enhanced US version. 


AMAZING TENNIS (ABSOLUTE) 


This game looks absolutely fantastic and 
sounds pretty good, too. It's good for one player 
but when you have to play at the top of the 
court, it gets a bit difficult. 
ProScore 81% (Issue 2) 


Whatever you think of the game show it didn't 
deserve this dire lot of sub-games 


This the closest you're going to get to CD-ROM 
game without the hardware. It's presented in the 
style of a movie with close-ups, cinematic pans 
and stunning backdrops. Highly addictive with 
plenty of puzzles to solve although it's no Zelda 
for longevity, being more of a very clever, but 
still limited platformer. АКА: Out Of This World. 


ARCANA (HAL) 
This 3-D adventure suffers from poor graphics 
with the play screen being far too small. AKA: 
Card Master. 

ProScore 55% 
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Guide 


The multi-billion dollar industry that is Nintendo is 
certainly ensuring a constant supply of SNES 
games, most appearing in Japan or America before 
being adapted for UK SNES machines. Below is the 
SuPeRPno guide to available carts, each with a 
mini-review, overall percentage and if it’s had a big 
review, the number of the issue it appeared in. 
Games which include a lot of Japanese text and are 
unplayable for non-Japanese players are merely 
mentioned, with percentage marks omitted. To help 
you pick your way through so many releases we've 
added colour-coding to identify game-types. 


See Cybernator (US/UK). 


ASTERIX (INFOGRAMES) 

A simplistic platformer, but the sprites at least 
perfectly capture the look of the comic strip. 
ProScore 82% (Issue 10) 


With beat-'em-ups on the SNES not exactly 
scarce it's gonna take something pretty smart to 
impress us. This doesn't. 


AUGUSTA MASTERS 3-D GOLF (T&E 
SOFT) 

This was this first of a deluge of golf games to 
appear, yet still looks and plays great. The 
battery back-up is a big bonus. 

ProScore 83% 


Bart is plunged into a nightmare wherein һе 
must recoverhis school essay from eight sub- 
games. It looks as good as the cartoon, but 
sadly playability is irritatingly tough and not as 
imaginative as the graphics. 


Another dire SFII clone. There's some 
interesting aliens and special moves but 
gameplay is uninvolving. 


BASEBALL SIM 1000 

(CULTURE BRAIN) 

More time should have been spent on the in- 
game graphics and less on the ubiquitous Mode 
7 graphics. AKA: Ultra Baseball. 

ProScore 51% 


55 
SUPERSCOPE ONLY 
A '50s B-movie is turned into a nice-looking if 
shallow shoot-'em-up 
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” 


This slash 'п' stab fight game is similar to Street 
Fighter Il with weapons! But too few moves lead 
to boredom. 


BATTLE GRAND PRIX (NAXAT) 

A fairly playable overhead view F1 racer with a 
split-screen mode for two-player mode. 
ProScore 73% (Issue 4) 


No less than seven games are packed into this 
cart. The first few are brilliant, but later levels 
are too simplistic to justify mega-hard difficulty 
level. 
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COLOUR KEY 
RPG/STRATEGY 


Role-playing and strategy games 
emphasise the planning side of 
things. Zelda Ill and Sim City аге 
games in this category which match 
any no-brainer shoot-em-up for 
addictivity and have a much longer 
term challenge. 


RACERS 
Yes, we know Formula One is a sport, 
but there are so many racing games 


that it seemed obvious to give them 
their own category. 


SPORT 

Everything from golf to soccer to 
bowling, even a few made-up future 
sports feature in this category. 


PUZZLERS 
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oriental 
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mings. But the r 


emphasis on brainpower. 


PLATFORMERS 
The main part of the game here 
involves leaping from platform to 
platform (cor!). Sounds a bit dull but 
fiendishly clever programmers have 
made this one of the most popular 
and addictive game types. 


OFFICIAL: This shows if the game 
has been released in the PAL-format 
UK machines require. 


55: Superscope only. 


COMPATIBILITY: SNES games 
come in three different carts; boxy 
American carts, curved front 
Japanese carts and curved front UK 
ones. Japanese and American carts 
are identical except for their shape 
and all that prevents them being used 
in each other's machines is their 
shape, adaptors are thus very simple. 
UK carts and machines have special 
chips which prevent the use of 
foreign equipment. These require 
more complex ‘univeral’ adaptors 
which use a second cart to fool the 
host machine with its security chips 
while loading in the cart you want to 
play. Universal adaptors allow you to 
use UK carts with any foreign 
machines, and any foreign carts with 
UK machines. 

Standard American and Japanese 
machines run faster and fill the 
Screen with the picture, but won't 
work with UK TVs unless they're 
connected via a SCART socket – or 
are modified to be as slow as UK 
SNESs. 


BATMAN RETURNS (KONAMI) 
The soundtrack is awesome, the 
graphics brilliant and playability 
excellent. This is undoubtedly one 
of the finest scrolling beat-'em-ups. 
enemy sprites aren't hugely varied, 
but backgrounds are and there's 
even an enjoyable Batmobile driving 
level. The only flaw is that it's a little 


easy on the lowest skill setting. 
ProScore 90% (Issue 6) 


BEST OF ТН! Т (LORICIEL) 
A huge number of moves, a big championship 
апа a good practice mode make this a serious 


karate sim. 
ProScore (Issue 3) 


87% 


BIG RUN (JALECO) 
A very early, very primitive coin-op conversion 
with very glitchy use of Mode 7. 


PnoScont 32% {Issue 4) 


BASKETBALL (HUDSON SOFT) 

A conversion of the Amiga game Future 
Basketball, this is a rather unexciting attempt at 
a violent version of basketball. 

'OSconE 5596 


BLAZEON (ATLUS) 
Terrible scrolling backgrounds and poor 


jameplay ensure unhappiness. 
Broscomt 31% 


BLAZING SKIES (NAMCOT) 
This WWI sim utilises Mode 7 for some good 
flying sequences, particularly dog-fighting. 
Unfortunately gameplay is lacking with a 
frustrating control system. 

(Issue 1) 


ProScore 67% 


BLUES BROTHERS (TITUS) 
An extremely funny film becomes an extremely 
irritating platform game with run-of-the-mill 
‘surrealistic graphics and a more frustrating than 
useful simultaneous two-player mode. Sound is 
excellent though. 

SCORE 71% 


{issue 4) 


B.O.B. (EA) 

The eponymous star is a bug-like critter whose 
head can sprout rotorblades to fly around. 
There's over 45 levels and a password system, 
making it an innovative and addictive platformer. 
ProScore 83% (Issue 6 


BOMBUZAL 
See Ka-Blooey. 


BUBSY (ACCOLADE/NINTENDO) 
first 16Mbit platformer is a real 
3 animation is brilliant, the 
tic and the speed i 
be tricky at time 
rd system and 
y able to great fun 
ProScore: (Issue 8) 
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BOXING LEGENDS OF THE RING 
(ELECTROBRAIN) 
Huge character graphics get you right into the 
bone-crunching action. Gameplay is somewhat 
limited, but there's plenty of challenge and 
moves. 

81% (Issue 12) 


BRAWL BROS 
American version of Rushing Beat 2. 


BULLS VS BLAZERS (EA) 

An extremely comprehensive basketball sim 
with great FX and music. Unfortunately it runs 
too slowly, even on Jap machines, and is thus 
rather frustrating to por 
ProScore (Issue 4) 
CACOMA KNIGHT (DATAM) 

A cutesy Japanese update of ancient coin-op 
classic Qix. Simplistic, repetitive and plagued by 
slow-down. 
PnoScont 41% (issus 3) 
CALIFORNIA GAMES II (DTMC) 
Windsurfing, JetSurfing, SnowBoarding, 
BodyBoarding, Hang-gliding and Skate- 
Boarding are the events on offer. Sadly none 
are particularly well done. 
ProScore 69% (Issue 4) 


CAL RIPKEN JNR BASEBALL 
(MINDSCAPE) 

A standard baseball sim with a few too many 
irritating pauses to appeal beyond fans. 
ProScore 1% (Issue 9) 


CAMELTRY 
See On The Ball. 


CAPTAIN AMERICA & THE AVENGERS 
(MINDSCAPE) 

Great characters, shame about the game. 
Small-ish sprites battle through alternating 
beat-'em-up and shoot-'em-up levels. 
ProScore 49% (Issue 11) 


CAPTAIN NOVOLIN (RAYA) 

A game teaching kids about diabetes is good in 
theory, incredibly poor in execution. 

ProScore 26% (Issue 8) 


CAPTAIN TSUBASU SOCCER 3 (КОЕ!) 
This football management game verges on the 
ridiculous as youbattle through tiresome Jap 
text to decent match sequences. 


CARDMASTER 
See Import Arcana. 


CHESTER CHEETAH (KANEKO) Colourful, 
humorous cartoon-style graphics make this one 
instantly appealing, especially to younger 
players who won't mind easiness. 

ProScore 79% (Issue 4) 


CHUCK ROCK (IMAGESOFT) 

This hilarious prehistoric platformer features 
big-bellied Chuck, gorgeous backdrops and 
plenty of challenge but not many continues!. 
ProScore 89% (Issue 3) 


CLAYMATES (INTERPLAY) 

The claymation sprites are fun, but 
more importantly gameplay is too 
Levels are big, mega-monsters 
impressive, sub-games numerous. It is 
alittle easy though. 


PnoScon 90% (Issue 11) 


CLUE (PARKER BROS) 
A revamped version of Cluedo which is okay for 
three or more playersbut why not buy the 


boardgame? 

ProScore 69% 
COMBATRIBE 
(AMERICAN TECHNOS) 


А pixel-perfect, 12MBit conversion of a very 
repetitive and small coin-op. 
Рво5совя 63% (Issue 4) 


CONGO CAPERS 
US name for Joe & Mac 2. 


CONTRA 3/CONTRA SPIRITS 
US and Japanese versions respectively of 
Super Probotector. 


COOL WORLD (OCEAN) 

A very odd film makes a very odd game. The 
graphics are gorgeous, gameplay is original and 
varied, but there’s not enough of it and the 
difficultly level is set excessively high. 
ProScore 76% (Issue 6) 


COSMO GANG: 
THE VIDEO GAME (NAMCOT) 

Space Invaders gets souped up for the '90 in 
this cutesy Jap game. Fun for a while in two- 


player mode, but soon gets repetitive. 
Рво5совя 55% (issus 2) 
SYBERNATOR (KONAMI) 


You're in a giant armoured suit stompin’ and 
shootin’ and flyin’ through seven tough levels. 
Great graphics, good gameplay and brilliant 


atmosphere. 
ProScore 86% (Issue 3) 


DARIUS TWIN (TAITO) 

This one doesn't really differ from the other 
shoot-'em-ups available but it does have pretty 
good graphics and solid gameplay. 
ProScore 68% 


DEAD DANCE 
Japanese name for Tuff E Nuff. 


DESERT STRIKE (EA) 

In this slick Mega Drive conversion 
you pilot a gunship through five 
very tough campaigns. It isn't that 
realistic, but a wealth of detail gives 
an irresistably authentic feel and 
most military buffs will be delighted 
as will players wanting a novel 
shoot-em-up. 


ProScore 90% 


(Issue 2) 


DEVIL’S COURSE (T&E) 

A sequel to Pebble Beach with a devilish set of 
holes. Unfortunately arcade-style controls can't 
match PGA's making the whole experience 
more frustrating than enjoyable. 

ProScore 66% (issue 8) 


D FORCE (ASMIK) 
When somebody gets hold of Mode7 without 
the manual, this is what happens.A very dated 


shoot-’em-up. 
ProScore 23% 


DINOSAURS/DINO CITY 

(IREM CORP) 

Dino land is jam-packed with platforms and 
monsters who want to make your cute little 
dinosaur extinct. Packed with slick graphics and 
plenty of gameplay but too easy. 

ProScore 86% 


DOOMSDAY WARRIOR 
US name for Japanese release Bass Bros. 


DRACULA (SONY IMAGESOFT) 

A few nice mega-monsters, but overall this is a 
very tired, frustratingly difficult platformer 
ported over from the Mega Drive. 
ProScore 68% {issue 10) 
DRAGON BALL Z: THE RPG (BANDAI) 
An RPG in which you select options to dictate 
your actions (like fly, fight, run, etc), but Jap text 
makes it utterly useless. 


DRAGON BALL Z: 

THE ARCADE GAME (BANDAI) 

The manga comic characters appear in a SFII- 
style beat-'em-up. There's some interesting 
effects like a vertical splitscreen with Mode 7, 
but playability is low. 


ProScore 51% (issue 6) 
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DRAGON’S LAIR (ELITE) 

One of the best looking and worst playing coin- 
ops emerges still looking good, but playing like 
a pretty darn good platformer. Levels aren't 
massively varied though and the password 
system frustrating. 
ProScore 80% {Issue 1) 
DRAKKHEN (KEMCO) 

The perspective is unusual for an RPG; a fast- 
scrolling 3-D landscape heavily populated with 
well-drawn monsters. Imaginative and unusual 
this is a decent introduction to RPGs. 
ProScore 88% (Issue 2) 


DUNGEON MASTER (JVC) 

A classic Amiga RPG with first-person 
perspective 3-D graphics providing a 
superlative atmosphere for some good 


puzzles. 
ProScore 85% (issue 10) 
EARTHLIGHT (HUDSONSOFT) 


The play area seems to be in space, and some 
sort of strategy is involved. 


EVO (ENIX) 

A truly bizarre game which has you evolving 
from а tiny fish to a human being. Novel and 
fun, although repetitive in places. 

ProScore 75% (Issue 11) 


EXHAUST HEAT 11 (SETA) 

A brand new custom chip ensures this is the 
fastest racing game ever but sadly handling is a 
bit off, leading to a repetitive feel. However 
there's lots of tracks, battery-saved progression 
and a nice feature whereby you can research 
new car bits. 

ProScore 74% {issue 5) 
EXTRA INNINGS (SONY) 

A baseball sim with cutesy graphics. Batting is 
easy, fielding is not, so it can be frustrating. 
AKA: Ganba League. 
ProScore 61% 

F1 EXHAUST HEAT (OCEAN) 

A cart-saved grand prix to compete in and 
plenty of tracks make for an engrossing game. 
Unfortunately it's a bit easy while both graphics 
and sonics are bland. Okay-ish. AKA: Ғ1-НОС. 
ProScore 69% {Issue 1) 


F1 GRAND PRIX (FOCA) 

An overhead view F1 race game with plenty of 
realistic detail but for Just one player. 
ProScore 62% (issue 4) 
ЕТ ROC 

Japanese version of F1 Exhaust Heat. 


F1 SUZUKI (LOZC) 

This very playable F1 racer has masses of 
tracks and loads of options, including a great 
simultaneous two player mode. UK version is 
easier and more playable than US/Jap. 
ProScore 85% (Issue 2, 4) 


FACEBALL 2000 (TEICHIKU) 
Ultra successful on the little Game Boy, this 3D 
maze shoot-'em-up has been totally up-rated for 
the SNES. Great head-to-head two-player 
mode. 
ProScore 96 (Issue 1): 
FAMILY DOG (THQ) 

An okayish platformer with generally simplistic 
graphics which capture TV series quite well. Not 
much variety though. 

ProScore 72% 


FAMISTA 2 (NAMCOT) 

A Jap basball game marred by blocky sprites 
the size of a pea. ШО isn't bad though. 
Proscore % 


{issue 7) 


FATAL FURY (TAKARA) 
A graphically impressive 12Mbit clone of SFII 
which sadly falls short in playability with too few 


combat moves. 
70% (Issue 3) 


FINAL FANTASY 11 (NINTENDO) 

A palpable, ponderous and laboured epic. The 
world is huge, encompassing dozens of 
villages, castles and so forth plus many different 
spells, weapons and characters. 

ProScore 82% (Issue 2) 


FINAL FIGHT (CAPCOM) 

Final Fight was the first real beat-'em-up to 
emerge on the SNES, impressive for its huge 
sprites, less so for the loss of the coin-op's two 
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player mode. 
ProScore 77% (Issue 1) 
FINAL FIGHT 2 (САРСОМ) 

12MBits, simultaneous two-player and great 
sprite graphics. Unfortunately gameplay is 
dated with just one attack move. 

ProScore 79% {issue 8) 


FINAL FIGHT GUY (САРСОМ) 

Weird! You'd have thought an upgrade of the 
original Final Fight would contain useful 
additions like two-player gameplay, but no, this 
one just gives you another character to choose 
from and makes the game easier. 

ProScore 70% 


FIRE DODGEBALL (SUNSOFT) 

The Dodgeball series continues with the odd 
bods venturing into basketball. But as these 
sorts of games are aimed at youngsters, the 
rules have been simplified. Don't bother. 
ProScore 45% 


FIREPOWER 2000 
US version of Super Swiv. 


RST (KEMCO) 
Anovel and pretty platformer, but later levels 
are disappointing. 
ProScore 79% (Issue 11) 


F-ZERO (NINTENDO) 

One of the first SNES games and 
still arguably the best single-player 
racer. The sensation of speed is 
unrivalled, while competition is 
tough with fifteen tracks and four 
skill levels. Best times are recorded 


on the cart. 


ProScore 91% (Issue 1, 4) 


GANBA LEAGUE 
See Import Extra Innings. 


GEMFIRE (КОЕ!) 
An intriguing strategy game which puts you at 
the head of a medieval family fighting 
neighbouring kingdoms. 

ProScore 83% 


GEORGE FORMAN'S 

ко IG (ACCLAIM) 

George looks the business in this ring- 
restrained beat-'em-up, but not enough moves. 
ProScore 46% 


GEOMAN WARRIOR 
See Legend of the Mystical Ninja. 


GHOUI GHO: (CAPCOM) 

An armour clad knight is charged with saving a 
princess, a task which demands lots of platform 
leaping and rapid-fire shooting. There's a 
multitude of power-up weapons, hideously 
imaginative monsters and fantastic settings, 
including a beautifully drawn sunken ship. Okay 
it's very hard, and there is some slowdown and 
flicker, but overall it's brill! 

ProScore 85' (Issue 1) 


(Issue 7) 


GODS (MINDSCAPE) 

An old Amiga classic with no Jap cutesy sprites, 
just lots of lever pulling puzzles, masses of 
enemy sprites and a tough challenge. Worth a 
look but can be frustrating. 

Pro: 82% {issue 3) 


GOLDEN FIGHTER (CULTURE BRAIN) 
Heralded as a challenger to the great Street 
Fighter ІІ, this doesn't come close. The enemies 
are challenging, but they don't have any 
character, so getting beaten by them doesn't 
bother you much. 

65% 


GOOF TROOP (САРСОМ) 
An enjoyable, overhead-view arcade puzzler 
with a good simultaneous two-player mode. A 
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bit too easy though. 
ProScore 76% (issus 12) 
GP-1 (ATLUS) 

No hills, weather or tunnels make this a bit 
plain. However there's a good, realistic feel, 
options to upgrade your bike and a decent 
split-screen two-player mode. 
ProScore 70% 


GRADIUS ІШ (KONAMI) 

Based on Konami's classic blast-'em-ups, 
Gradius IIl incorporates all of the features that 
make for a great arcade game! A great weapon 
selection system, loads of aliens and levels and 
quality graphics and sound. 

ProScone 86 


{issue 10) 


GUNFORCE (IREM) 

This is much along the lines of Xardian yet it's 
all a bit jerky. There are more features but the 
playability suffers from poor controls. 
ProScore 48% 


HARLEY'S HUMONGOUS ADVENTURE 
(HI-TECH) 

An imaginative twist on the platformer format 
with some intriguing claymation graphical fx. 
ProScore 83% {issue 6) 


HAT TRICK HERO 
See Super Soccer Champ. 


HIT THE ICE (TAITO) 

A nice looking conversion of a hilarious coin-op 
with huge sprites engaged in much fisticuffs. 
Unfortunately gameplay is shallow and 
repetitive, animation slow and unconvincing. 
ProScore 67% {Issue б) 


HOLE IN ONE (HAL) 

There's only one course and it uses a 
cumbersome password system to record your 
progress. The controls, the most important part 
of any golf game, are okay, while there are a few 
special effects. 
Рво5совв 


HOME ALONE (THQ) 

Simplistic arcade adventurer which makes little 
use of the SNES and soon gets irritatingly 
repetitive. Very easy but could appeal to very 


55% 


young kids. 
ProScore 49% (issue 2) 
HOME ALONE 2: 


LOST IN Ye (THQ) 

Simplistic arcade adventurer which makes very 
little use of the SNES and soon gets irritatingly 
repetitive. If only it were lost in New York! 
ProScore 51% (issus 2) 


HOOK (SONY) 

Very big, very pretty but lacks depth and the 
controls are awkward. 

ProScore 67% 


HUMAN GRAND PRIX (HUMAN) 
Avery nice looking and reasonably 
comprehensive F1 race game with a good 
simultaneous two-player splitscreen view. 
Somewhat marred by an awkward steering 
system which takes time to master. 
ProScore 70% (issue 4) 
HYPERZONE (HAL) 

This looks like F-Zero yet is essentially a blast- 
'em-up and not a very good one. 

Рпобсове 38% 


IMPERIUM (VIC ТОКА!) 

This vertically scrolling shooter has a novel 
power-up system and plenty of challenge , but 
graphics are unremarkable and gameplay more 
frustrating than enjoyable. 


ProScore 60% (issus 4) 
INTERNATIONAL TENNIS TOUR 
(LORICIEL) 


This has a wide range of tournaments and fun, 
cartoony sprites. Unfortunately the split-screen 
two-player mode doesn't work that well. 
ProScore 61% (Issue 10) 


IREM SKINS GAME (IREM) 

An extremely slick golf. Graphics are good, the 
control system realistic and complex. But there's 
only one course and one skill level. 
ProScore 70% (Issue 2) 
JACK NICKLAUS GOLF (KONAMI) 

A very, very sad golf game. After you've sat 
through half an hour's worth of screen updates 
and swung your club twice you'll be wondering 


just why Konami bothered. 
ProScore 41% 


JAKI CRUSH (МАХАТ SOFT) 

A massive and very weird, very grotesque 
pinball table with plenty of little pinbally sub- 
games. Looks great, sounds okay and plays 
well — although as with real pinball it does get 
rather repetitive and there could've more than 
one table. 


ProScore 76% (Issue 4) 
JAMES BOND JNR (THQ) 


A cartoon series inspired mix of platforming 
action and air/sea shoot-em-up blasting is 
ruined by dreadful graphics, awful gameplay 
and weak sound. Avoid. 


ProScore 36% (Issue 2) 
JAMES POND'S CRAZY SPORTS 
(SALES CURVE) 


Eight wild and wacky sports, plus bonus games, 
sounds like a lot of fun. Unfortunately they're all 
a bit simplistic and there's no simultaneous two- 
player games mode either. Young children might 
like it. 
ProScore 67% 

JERRY BOY (SONY IMAGESOFT) 

Wobbly blobs a-plenty in this odd game. There's 
far too much going on onscreen for you to work 
out what you're doing. Extremely frustrating. 
AKA:Smartball. 
ProScore 


(SurerPro ©) 


43% 


JIMMY CONNORS 

PRO TENNIS TOUR (UBISOFT) 

The most realistic tennis sim yet with masses of 
shots, a huge tournament mode (and 
passwords), lots of options and five tennis 
coaches! 
ProScore (Issue 3) 
JOE & MAC (ELITE) 

This accurate coin-op conversion offers a 
simultaneous two-player mode with a pair of 
cavemen jumpin’ and boppin' their way across 
various platforms. The cartoon-style graphics 
are good, sound effects great and gameplay... 


okayish. It's a bit too easy. 
ProScore 69 (Issue 1) 


86% 


JOE & MAC 2 (DATA EAST) 

Apart from the prehistoric theme there's little 
similarity to the original. Graphics are smaller 
but the challenge is bigger and more varied. Not 
bad, but there’s loads better. AKA: Congo 
Capers (US) 
ProScore 75% (Issue 4) 
JOHN MADDEN FOOTBAI 

(ELECTRONIC ARTS) 

A case of unfulfilled potential here — this isn't as 
good as the Mega Drive version (a real rarity!). 
ProScore 56% 


JOHN MADDEN FOOTBALL 93 (EA) 

A massively improved version of the original 
featuring an easily grasped control system, 
plenty of plays, teams and options. It lacks the 
graphical pizzazz to be the ultimate footie sim, 
but for those interested in American footie this is 
an excellent intro. 
ProScore 83% 


Ж 
Mo 
y 


(issue 2) 


JURASSIC PARK (OCEAN) 


An ambitious 16Mbit cart which 
combines overhead and first-person 
3-D perspectives. Atmospheric, slick 
and exciting this shoot-em-up cum 
adventure can become irritating due 
to the lack of a save game. 


ProScore 90% (Issue 12) 
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KABLOOEY (KEMCO) 

Mission: explode bombs and avoid falling off 
platforms. Hardly stimulating stuff. Strictly for 
puzzle fans. AKA: Bombuzal. 

ProScore 58% 


KAWASAKI CARIBBEAN CHALLENGE 
(GAMETEK) 

Simplistic, repetitive overhead race-game 
alternating between motorbikes and jetskis. 
ProScore 43% (Issue 10) 


KEVIN KEEGAN PLAYER MANAGER 
(ANCO) 

On pitch action is disappointing, while control 
icons are obscure. However if you concentrate 
on the management side this has masses of 
enthralling challenge. 
ProScore 80% 


KIKIKAIKA 
Japanese version of Pocky & Rocky. 


(Issue 10) 


KING ARTHUR'S WORLD (JALECO) 
Another Lemmings variant, this time set in 
medieval England with you in charge of troops 
whose various skills you must exploit to 
complete 30 levels. Troops include archers, 
magicians, knights and engineers who can 
construct everything from ladders to catapults to 
battering rams. A slower, but more sophisticated 
game than Lemmings. 
ProScore 85% 


KING OF THE MONSTERS (TAKARA) 
The beat-'em-up action takes place on a 3-D 
battlefield but it's all very dull. 

ProScore 46% 


KING OF THE RALLY (MELDAC) 
An overhead view makes great use of Mode 7 
as you follow the arrows to whiz about maze-like 
tracks. Fun for a while but soon becomes dull 
with too cars on screen. 
ProScore 69% 


KING'S QUEST V (BRONSON) 

A super translation of an original computer 
development, but fails in one area — there is no 
English version available at present. 


(issus 2) 


(Issue 4) 


KRUSTY’S SUPER FUN HOUSE 
(ACCLAIM) 

A Lemmings variant where you lead rats into a 
mincing machine! Fun but graphics and sonics 
are poor while gameplay fails to equal the game 
which inspired it. 
ProScore 


LAGOON (KEMCO) 
Lagoonis similar to the Zelda games, being an 
adventure full of searching, finding, fighting and, 
inevitably, dying! It's pretty good, but a little on 
the slow side. 

ProScore 83% 


68% (Issue 1) 


{Issue 2) 


LAMBORGHINI AMERICAN 
CHALLENGE (TITUS) 

The solo-mode is distinguished by a big 
challenge and the option to gamble with your 
racing competitors. Two-player mode isn't bad 
either, but there's nothing special overall. 
ProScore 80% (Issue 12) 


LEMMINGS (SUNSOFT) 

One of the best games of the 
Eighties has you saving lemmings 
from their own stupidity. You can't 
control the lemmings directly, only 
assist by giving them skills such as 
digging, climbing and parachuting. 
There's 125 levels to complete, 
thoughtfully split up into groups so 
if you run into a dead end on one 
level you can try another group. The 
SNES version has a little slowdown 
but remains unmissable. 

ProScore 90% {Issue 1) 


LAST FIGHTER 
TWIN 


(BANPRESTO) 
Toymaker, Banpresto, turns its 
successful Super Deformer robot into a 
side-on beat-'em-up, but two players can take 
part and the action can get quite fun. 
ProScore 70% 


LEGEND OF THE MYSTICAL NINJA 
(KONAMI) 

Based on an old Jap computer game, this 
adventure/action game is okay even if the 
graphics are dodgy and the action's a little bit 
repetitive. AKA: Geoman Warrior.) 
ProScore 61% 


LETHAL (OCEAN) 

All three movies rolled into one five-level 
platformer with plenty of gunplay, but very small 
sprites and very ordinary backdrops. Plenty of 
challenge though and giving you the choice of 
which order you attempt first four levels is a 
good idea. 

ProScore 76% 


MARIO PAINT (NINTENDO) 

A fairly serious art package with a 
great intro to composing music 
thrown in as well. Unfortunately you 
can only save one picture and the 
art package lacks tools vital for 
serious work. It’s great fun for a 
while, and is ideal for young kids, 
but for anyone older is enjoyable 
only briefly and is much too 
expensive due to the inclusion of a 
vital mouse controller, 


ProScore 90% (issue 2) 


MAGIC SWORD (CAPCOM) 

Involves much hackin' and slashin' but not too 
much of the old grey matter. You are basically 
required to storm a fortress or two. Dull. 

{issue 5) 


ProScore 67% 


MECHWARRIOR (ACTIVISION) 
The official Battletech video game 
has you fighting it out with hordes 
of giant robots in brilliantly 
atmospheric, Mode 7 first person 
perspective. There’s also a 
substantial adventuring element 
involving much drinking in the local 
bar. Brilliant but beware JVC’s 
Japanese text version. 


ProScore 90% (Issue 5) 


iGA-LO-MANIA (PLAYTIME) 

War through the ages, from wooden clubs to 
flying saucers and ICBMs, with plenty of 
digitised speech, humour and challenge. 
Something different for strategy buffs, but not 
quite enough to pull in non-fans. 
ProScore 9% (Issue 12) 


METAL JACKET (ATLUS) 

There aren't that many truly dreadful platform 
games on the SNES, but this is certainly а 
member of that group. 

PnoScons 05% 


жы -- 


MONOPOLY (PARKER BRO) 

The classic boardgame makes a surprisingly 
good SNES game. Quite playable with plenty of 
options and some graphical sequences. 
ProScore 78% 


MORTAL KOMBAT (ACCLAIM) 
The coin-op’ igitised graphics 
have been brilliantly recreated — 
and gameplay isn't bad either, 
suitably fast and frantic. All the 
blood and gore has been censored 
though. 


ProScore 90% 


(Issue 10) 


MR NUTZ (OCEAN) 

It's not that original, but the 
graphics, sonics and sheer 
playability are among the best yet 
seen on SNES. A huge challenge 
too, which makes the lack of a save 
feature irksome. 


ProScore 9 (Issue 12) 


MUSYA (DATAM) 

A great build up is let down by a distinct lack of 
gameplay as you plod through simple 
surroundings, with poor animation. 
ProScore 45% 


NBA ALL-STAR CHALLENGE (ACCLAIM) 
The four sub-games here only use half the 
basketball court, most being simple variants of 
one-on-one. The game looks great and plays 
well — but soon becomes very repetitive. 
ProScore 55% (Issue 4) 


A stunning sim with slick, fast 
animation, good sound and great 
playability. All the real players are in 
there, plus a battery save 
tournament. Brilliant. 


ProScore 90% (Issue 3) 


NCAA BASKETBALL 
See World League Basketball. 


NFL FOOTBALL (KONAMI) 
The use of Mode 7 for in-game scaling and 
rotation is stunning... gameplay isn't. 
ProScore 62% {issu 


NHLPA HOCKEY 
(ELECTRONIC ARTS) 
Another comprehensive EA sim with masses of 
stats, rules and atmosphere. It's very playable, 
but the scrolling is a little sluggish. 
78% 


ProScore {issue 3) 


NIGEL MANSELL’S WORLD 
CHAMPIONSHIP (GREMLIN) 

Looks good with plenty of speed, tracks, 
password save championship and car 
modification options, Feel is a little off though. 
ProScore 74% (issue 7) 


NOLAN RYAN’S BASEBALL (ROMSTAR) 
The sport is fairly accuartely translated, but due 
10 its nature fails to keep addicted in one-player 
mode. 
ProScore 65% 

ON THE BALL/CAMELTRY (TAITO) 

You must guide a marble through various mazes 
by revolving the maze around the ball and 
letting gravity pull it down. Great fun but too easy. 
ProScore 69% (Issue 2) 


OPERATION LOGIC BOMB 

(JALECO) 

Overhead-perspective walking, exploring and 
blasting everything type game. Presentation is 
slick but the game is too easy, too small and too 
repetitive. 
ProScore 60% {Issue 8) 
OTHELLO WORLD (TSUKUDA) 

Although the computer does have a very good 
range of difficulty, you could buy a dedicated 
computer othello for a lot less. 

ProScore 66% 


OUTLANDER (MINDSCAPE) 
This Mad Max-style blaster is two games in one. 
There's a behind-the-car driving/blasting game 
and a walking along and blasting game. A nice 
idea but sluggishly implemented. 
ProScore 57% (Issue 6) 


OUT TO LUNCH (MINDSCAPE) 

The sprites may be small, but the detail is 
stunning — as is the overly hard difficulty level. 
ProScore 76% (Issue 11) 


PAC-ATTACK (NAMCO) puzzle 

Ап enjoyable but limited cross between Pac- 
Man and Tetris, with the emphasis on the latter. 
ProScore 70% (Issue 11) 


PAPERBOY 2 (MINDSCAPE) 
Gameplay is simplistic and repetitive, graphics 
which were once impressive have become 
terribly banal. Dire. 

SCORE 34% (issus 1) 


PARODIUS (KONAMI) 
A brilliant shoot-em-up which just happens to 
have some of the funniest graphics ever seen. 
There's eleven big levels, a choice of four 

! and great power-ups. 
% (Issue 2) 


ProScore 


PEBBLE BEACH GOLF LINKS 

(T&E SOFT) 

Just one course, but a pretty amazing one with 
caddies, digitised graphics and a complex yet 
realistic control system. 

ProScore 82% 


PGA TOUR GOLF 

(ELECTRONICS ARTS) 

By far the best golf game, PGA Tour Golf has 
lots of courses, options and computer players. 
Graphics are poor but still great fun. 
ProScore 84% (issue 4) 


PHALANX (KEMCO) 
Another mediocre shoot-em-up. 
ProScont 67% 


PILOTWINGS (NINTENDO) 

Attending flight school with the intention of 
learning to master parachuting and flying light 
planes, jetpacks, hang-gliders and helicopters 
may sound ‘interesting’ but less than 
compulsive. But Mode 7 is used brilliantly, and 
gameplay is totally addictive. 
ProScore 83% (issue 1) 
PIT-FIGHTER (THQ) 

One of the greatest beat-'em-ups around is 
murdered on the SNES. 

ProScore 23% 


POCKY & ROCKY (NATSUME) 

Cute but rock-hard mega-blaster in the 
Commando mould. There's a great simultan- 
eous two-player mode and the imaginative 
graphics get better the further you go. Very 
funny! AKA: Kikikaika. 
ProScore 89% (issus 5) 
РОР ‘N’ TWIN ВЕЕ (KONAMI) 

A ton load of cuteness, a simultaneous two- 
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player mode and Konami programming 
should've made this a huge hit. Sadly gameplay 
is boring and repetitive. 
PaoScont 61% (issus 7) 


POPULOUS (ANCO/IMAGINEBR) 

A massive game with a thousand levels, ten 
different worlds and a formidable computer 
opponent. You must flatten land to make life 
easier for your followers, as well as smiting the 
opposing lot with floods, earthquakes, etc. It's 
initially very addictive although over the longer 
term can become repetitive, and the control 
system is rather sluggish. 

Рво5совв 79% (Issue 2) 


POPULOUS Il (PLAYTIME). 
Just as big as the prequel but with better 
graphics, more godly powers and best of all a 
Slicker, smoother control system. 
ProScore 81% 


POWER ATHLETE (KANECO) 
A truly dire attempt at cloning SFI. 
ProScore 45% 


(Issue 12) 


(issus 3) 


POWERMONGER (IMAGINEER) 
Graphically and sonically this undoubtedly the 
SNES's best wargamer with some brilliant 3D 
landscapes. A huge challenge too but gameplay 
is ultimately limited. 

ProScore (Issue 7) 


IME GOAL (NAMCO) 
A side-view footie game with a wide range of 
kicks to choose from. A bit slow though and 
ball control is unrealistic. 
ProScore 67% 


OF PE (KONAMI) 
A classic game boasting superlative animation 
onan arabian knight who can swordfight, walk, 
run, inch forward, jump, hang by the tips of his 
fingertips etc. 20 big levels need to be 
completed, with a tight overall time limit and 
plenty of puzzles to test both arcade reflexes 
and brain cells. Brilliant. 

88% (issus 2) 


PRO SOCCER (IMAGINEER) 
Another overhead view footie game ruined by 


poor controls. 
ProScore 53% 


71% 


(Issue 11) 


(OCEAN) 

A superb development of Addams Family which 
looks and sounds good, plays tough but fair with 
the player being to choose in which order they 
attempt most of the imaginative and varied 
levels. 
ProScore 88% (Issue 6) 
Q*BERT 3 (NTVIC) 

An ancient classic arcade game is expanded 
into a massive challenge, but sadly playability is 
severely lacking. 


ProScore 65% (Issue 2) 
RACE DRIVIN’ (THO) 

Slow, jerky and no feeling of speed. 

ProScore 51% (Issue 1) 


RAIDEN TRAD (ELECTRO BRAIN) 

This is a straightforward blast-'em-up that 
features a two-player simultaneous mode but 
little else. 
ProScore 61% 

RAMPART (EA) 

An extremely playable version of the Atari coin- 
op with some neat use of Mode 7 in one-player 
mode. Two-player mode doesn't look as good, 
but playability is excellent. A combination of 
Tetris and Missile Command, utterly unique! 
ProScore 85% (Issue 1) 


RANMA 1/2 (OCEAN) 

The official version has English text, but 
otherwise this very Japanese, anime-style SFII 
clone is unchanged. Very weird, very funny 
and, sadly, very easy. 
ProScore 68% (Issue 12) 


REN AND STIMPY (THQ) 


Ultra-weird American cartoon retains much of 
its style in this imaginative and varied 
platformer. If only there were more of it... 
ProScore 77 (issus 12) 


RIVAL TURF (JALECO) 

Once more you must go down the mean streets 
with only your fists and feet to defend you. It's a 
tired scenario and poorly used here with too few 
combat moves, jerky graphics and not enough 
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challenge. The only good point is the 
simultaneous two-player mode. 


ROAD RUNNER (SUNSOFT) 

Road Runner and Wily Coyote are both 
brilliantly drawn, the latter appearing in ever 
more bizarre and funny Roadie killing guises. 
The speed of the game knocks Sonic into a 
cocked hat, but perhaps it's a little too fast and 
later levels are incredibly hard. One for pros 
only. 
ProScore 


ROBOCOP 3 (OCEAN) 
Levels are too short and the difficulty setting 
ridiculously high. New elements such as the 
overhead view flying sequences are dire to play 
and the whole project is thorougly 
misconceived. Avoid. 

46% 


82% (issue 1) 


IRAM 


- 


ROCK ‘N’ ROLL RACING 
(INTERPLAY) 

Awesome rock soundtracks, plus 
plenty of vehicles, firepower, tracks 
and planets (!). A bit repetitive in 
one-player mode though. 
ProScore 90 (Issue 11) 


ROGER CLEMENS' MVP BASEBALL 
(LJN/ACCLAIM) 

There's loads of good things – like all the 
different TV angles to view the action — but 
there's also plenty of duff points with the control 
system being one (fatal) example. 

ProScore % (Issue 2) 


ROMANCE OF THE 

THREE KINGDOMS (KOEI) 

This is a multi-player game that is part 
roleplaying and part strategy but it's all very 
boring. Even dedicated RPG fanatics will find 
this very tedious. And being strongly Japanese 
based, playing it isn't easy. 


RPM RACING (INTERPLAY) 
A primitive predecessor to Rock № Roll Racing 
which is marred by slow, dodgy graphics. 
ProScore 67% (Issue 4) 


RUN SABRE (PLAYTIME) 

Similar to Capcom's excellent Strider, this 
boasts imaginative levels, lots of action and a 
good simultaneous two-player mode. 
Unfortunately, it's too small and far too easy. 
ProScore о (Issue 12) 


RUS Т 2 (JALECO) 
A sequel to the dire Rival Turf this one or two- 
player scrolling beat-'em-up with reasonable 
graphics, plenty of characters to choose from 
and some original touches. However the limited 
number of moves make it ultimately very 
repetitive and dull. AKA: Brawl Bros (US). 


SD DODGEBALL (SUNSOFT) 
The other Dodgeball games were stretching it a 
bit, but this one is taking the proverbial. Cute 
Jap folks have to bash the hell out of each other 
by throwing a ball. 

32% 


ProScore 

SHANGHAI Il (ACTIVISION) 
A well-implemented conversion of the ancient 
oriental puzzle game, complete with Dragon's 
Eye variant where you play against a computer 
controlled character. 
ProScore 63% 


SIM CITY (NINTENDO) 

City planning must be one of the most boring 
subjects on Earth; all those tedious details such 
as locating roads, railways, airports, stadiums, 
fire stations, police stations, not to mention 
avoiding traffic congestion, pollution, high 
crime... It should be a yawn. It is in fact very 
compulsive, the underlying principles are 
complex, but initially it all seems very simple. 


Brilliant. 
ProScore 85% 


(Issue 6) 


“е 


SHADOWRUN (DATA EAST) 

An incredibly atmospheric and 
addictive Blade Runner-style RPG. 
The graphics are nicely detailed, 
the soundtrack great and the plot 
brilliantly imaginative. A classic. 
92% (Issue 8) 


ProScore 


SIM EARTH (IMAGINEER) 

More of an educational experience than a 
game, this is a nicely presented and very 
sophisticated program dealing with geology, 
ecology and evolution. 
ProScore 80% (Issue 8) 


SKULLJAGGER 

(AMERICAN SOFTWORKS) 

A reasonably enjoyable platformer with plenty of 
pirates, ninjas and mutant aliens to hack 'n’ 
slash. It's a big game with plenty of challenge, 
secret rooms and warps. It also has a great 
soundtrack. Unfortunately it looks poor with naff 
sprites and animation, besides lacking 
originality. Worth a look though. 

ProScore {Issue 2) 


SMARTBALL 
See Jerry Boy. 


SOUL BLAZER (ENIX) 
From the same people who developed the 
outstanding Actraiser this is more like Zelda 
than its predecessor and, while it hasn't got the 
same depth, it is significantly more 
straightforward and very enjoyable. 


ProScore 85% {Issue 1) 


| MAN (BANDA!) 
Taito did a great job of the coin-op, and this is 
just as good. Stunning graphics combine with 
an excellent soundtrack to make hitting 
everyone you see extremely fun. A very, very 
funny game but easy. 


SPACE FOOTBALL (TRIFFIX) 
This is a futuristic American footy game in which 
you have to guide an android around a pitch 
trying to reach the end zone with a flying 
sphere. It's as boring as it sounds! 

ProScore 59% 


US name for Jap/UK game Super Aleste. 


SPANKY'S QUEST (NATSUME) 

Nice title, shame about the game. This puzzling 
puzzler has nothing on Lemmings or Krusty and 
should be avoided by all but masochists. 
PnoSconr 44% 


А whole host of superheroes make this a must- 
have for any comics fan. It gets off to a poor 
start with Spidey leaping about a dull city. Once 
this is completed though, you're given the option 
of attempting various sub-games, two for each 
character. Gameplay is varied and tough, 
graphics impressive and sound brilliant. 


SPINDIZZY WORLDS (ASCII) 

You must guide a spinning top through 3-D. 
mazes avoiding the villains, collecting the gems 
and pressing switches. It's a massive and very 
tough test of both joypad reactions and brains 
which you'll either love or hate 


ProScore 8996 (Issue 1) 


One of the worst SFi/ clones yet. 
(AKA Ranma 1/2) 


STRIKER (ELITE) 

Blindingly fast, hugely playable and 
with real player names, masses of 
leagues, a stunning indoor mode and 
lots more, this is a fantastic game. In 
one player mode rather easy, but two- 
player mode is unbeatable. 


ProScore 93% (Issue 9) 


A typically slick Konami conversion of their 
Wild West coin-op. Imaginative, funny and 
great fun to play it’s marred only by being 
slightly easy. 


SUPER IRE ISLAND 
(HUDSONSOFT) 

This sounds great and doesn't look too bad, but 
gameplay is irksome with your large sprite 
coming a cropper all too often and being forced 
back to the start of unimaginative levels. Ugh! 
ProScore 42% {issue 1) 


An Afterburner-style blast-'em-up. A little 
simplistic, but a variety of weapons, air-to-air 
and air-to-ground missions provide both variety 
and a surprisingly realistic feel. DSP-powered 
Mode 7 effects are sensationally fast. 


A genuinely spectacular shoot-em-up and 
plenty of incredible power-ups. It looks a bit 
dated now and lots of invulnerability pods make 
gameplay a bit flukey. 


SUPER BASES LOADED | & Il 
See Super Pro Baseball | & Il. 


SUPER BATTER UP (NAMCO) 

This doesn't really look like a good SNES game, 
but it is probably the best baseball game 
available. Despite being heavy on statistics and 
such things, the gameplay itself is fast and 


accurate. 
ProScore 83% 


U LETANK (ABSOLUTE) 


Great graphics but the sim-style looks are 
misleading while gameplay is extremely 
repetitive. 


Fantastic in multi-tapped four-player mode, this 
has you speeding around mazes, dropping 
bombs to blow up (ex-)friends. In one or two- 
player mode it's okay. 


SUPER BOWLING (TECHNOS) 

Bowling is a strange theme for a game yet this 
one works pretty well. There are a few different 
characters and playing modes, and the graphics 
make it all the more enjoyable. Playing alone is 
a bit boring, though! 


Рво5совв 72% 


American version of Super Pang. 


SUPER CASTLEVANIA IV 
(KONAMI) 

Super Castlevania IV. is a great 
update of the NES series with Simon 
Belmont running, jumping and 
whipping his way through huge 
levels to confront various end-level 
guardians. A bit repetitive in places 
but still excellent. 


ProScore 92 (Issue 1) 


SUPER CHINESE WORLD 
(CULTURE BRAIN) 
Japanese version of Super Ninja Boy. 


SUPER CONFLICT (VIC TOKAI) 

This contemporary war game has 55 scenarios, 
46 different types of military hardware and 
battery back-up. A bit simplistic compared to PC 
sims but English language SNES wargamers 


are scarce. 
ProScore 70% 
SUPER CUP SOCCER 
See Super Goal. 


(Issue 8) 


(TRADEWEST) 

All the backgrounds are simple 8-bit jobs and it's 
way too easy and repetitive. The only good point 
is the simultaneous two-player mode. 
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| | SUPER F1 


Р GRAND PRIX 
(VIDEO SYSTEM) 
While Super F1 looks 
pretty good and plays fine, its 
inaccuracy and frustrating controls mean 
that Formula One buffs will be a little 
disappointed. Overhead views never seem to 
work anyway. 
ProScore 59% 


SUPER F1 HERO (VARIE CORP) 
A conventional F1 racer with nothing special 
except for rough graphics. 


PnoSconr 65% (Issue 4) 


SUPER FAMILY TENNIS 


(NAMCO) 

This has the lot. Eight courts, 20 
different players, a tournament 
mode, plenty of humour and, best 
of all, an excellent four-player Multi- 
Tap option. Supremely playable. 
ProScore 93% (Issue 10) 


SUPER FIRE PRO WRESTLING (HUMAN) 
Unfortunately there's no (printable) word in the 
English Language that can describe this 
dreadful game. 

SCORE 12% 


SUPER FORMATION SOCCER ІІ 
(HUMAN) 

A simultaneous four-player multi-tap mode and 
a custom team option are the only 


enhancements to the original — which now 
seems rather dated and slow. 
ProScore 69% (SuperPro 9) 


SUPER GOAL (JALECO) 

A side-on view footie game which plays well and 
has battery back-up for saving your progress in 
the tournament. On the minus side there's no 
bookings, switching players is awkward. Still a 
pretty good game due to get better with a 
harder, improved UK version due soon. 
ProScore % (Issue 1) 


SUPER HIGH ІМРАСТ (ACCLAIM) 

A relatively simplistic and easy to get into 
American footie game with lots of flash effects. 
Unfortunately there's no league and the game 
runs much too slowly on UK SNESes. 
ProScore 74% (SuperPro 9) 


SUPER JAMES POND (OCEAN) 
A bright, cheerful platformer with some tongue 
in cheek humour. Infinite continues make it a bit 
easy though and variety is limited 
ProScore 70% 


(Issue 7) 


SUPER MARIO ALL STARS 
(NINTENDO) 
This incredible, 16MBit cart boasts 
Super Mario Bros, Super Mario 
Bros 2: The Lost Levels, Super 
Mario USA and Super Mario Bros 3 
the entire NES Mario saga, in fact 
As you'd expect most of the games 
are no longer state-of-the-art, 
although presentation is excellent 
with brilliantly reworked graphics 
and sonics, plus a comprehensive 
save game system. Best of all is 
playability, still amazingly high 
while SMB 3 remains one of the 
best platformers ever! 
ProScore 91% 


(Issue 10) 


SUPER KICK OFF 

(IMAGINEER/ANCO) 

Kick Off provided Amiga enthusiasts (myself 
included) with endless hours of football fun, now 


Ly — 


it's come to the SNES with the same overhead 
perspective, a whole host of options, leagues, 
cups and some slick scrolling. Control is a little 
awkward on joypad but this is still one of the 
best footie games around. 
ProScore 81% (Issue 1) 


SUPER MARIO KART 
(NINTENDO) 

This superb split-screen racer 
features all your favourite Mario 
characters as go-karting fiends who 
you and a friend can control. Good in 
one-player mode, unmissable in two- 
player mode. 
ProScore 


94% (issue 2, 4) 


SUPER MARIO WORLD 
(NINTENDO) 

A classic with plenty of detail, 
cuteness and imagination. The best 
thing is how you can choose your 
own way through the game. An 
excellent introduction to video 
gaming, and finding all 96 levels will 
test any pro! 


ProScor (Issue 1) 


SUPER NINJA (КОЕ!) 
Koei are back with yet another probably brilliant 
but unintelligible Japanese wargame RPG thing. 


SUPER NINJA BOY (CULTURE BRAIN) 

А wacky Japanese scenario, simultaneous two- 
player mode and password save, but combat is 
overly frequent and unenjoyable. Extremely 
irritating. AKA: Super Chinese World. 
ProScore 54% (SuperPro ©) 


SUPER OFF-ROAD RACING 
(TRADEWEST) 

Mode 7 provides some incredibly hilly off-road 
scaling. Control is a bit rough and ready, which 
suits the game. Pity there aren't more tracks. 
ProScore 79% {Issue 11) 


Bursting balloons may not sound fun but this is 
fiendishly addictive. No two-player mode, 
though and a bit easy. AKA: Super Buster Bros. 


SUPER PIPEDREAM (BPS) 
A novel puzzle-game which isn't bad, just over- 
priced considering graphical dullness and 
repetitiveness. Fun Wo player mode. 
ProScore {issue 3) 
SUPER PLAY ACTION FOOTBAI 
(NINTENDO) 
This looks good, plays well and is great for two 
players. Comprehensive options include 28 
teams, loads of high school and college teams, 
different players and loads of moves. 

70% (Issue 2) 


ProScore 

SUPER PRO BASEBALL (JALECO) 

Yet another banal Japanese baseball sim. (Also 
known as: Super Bases Loaded.) 

ProScore 36% 


SUPER PRO BASEBALL Il (JALECO) 

No improvements here, just new players with 
up-to-date stats. Not worth bothering with either 
game. (Also known as: Super Bases Loaded II.) 
ProScore 0% 


It looks brilliant and plays well but while 
graphical slowdown isn't that bad, going back to 
the start of a level whenever you die soon 
becomes tedious. 


SUPER SLAP SHOT (VIRGIN) 

Nice graphics, masses of options and plenty of 
violence in this ice hockey sim. Unfortunately, 
programming glitches ruin playability. 
ProScore 59% (Issue 11) 


The game that was originally a super-smash 
coin-op with unbelievable numbers of on-screen 
sprites and ear-damaging sound-effects, is now 
available on the SNES. There's plenty of power- 
ups, prizes and fearsome end-level guardians. 
As a test of shoot-em-up skills little comes 
close, but it can get repetitive 


SUPER SOCCER (NINTENDO) 

An impressive 3D view will entice any football 
simulation fan to this top quality cart. Minor 
details such as fouls always leading to a 
booking or at worst -the dreaded red card - 
don't impair the gameplay. 

ProScore 80% (Issue 1) 
SUPER SOCCER CHAMP (TAITO) 

A fast but inaccurate soccer game that many 
real fans will find terribly easy, terribly boring 
and, well, terrible. AKA: t- Trick Hero.) 
ProScore 4 (Issue 1) 


SUPER SOKO BAN 

(PACK-IN-VIDEO) 

An incredibly sexist intro gives way to a huge, 
extremely challenging and well executed puzzle 
game. Unfortunately lack of graphical or 
gameplay variety mean only hard core puzzlers 
should apply. 
ProScore 


59% (Issue 8) 


Air-to-air combat is presented sim-style but 
soon gets repetitive. More impressive is some 
stunning Mode 7, scaling the ground around in 
fun dive-bombing sections. Not a bad game but 
lacking in variety. 


A remarkably banal and unchallenging 
vertically-scrolling shoot-em-up. Simultaneous 
two-player action is fun for a while, as are a big 
range of power-ups! 
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SUPER SUMO (NAMCOT) 
A credible sim of Sumo with much fat, much 
posturing and a whole lot of hugging. Perhaps 
because it's a very foreign sort of sport Super 
Sumo's not immediately appealing however, 
jameplay appearing p perilously thin. 
'ORE 39' 


Another vertical scroller with the welcome 
addition of simultaneous two-player action. 
Sadly graphics and gameplay are rather dull 
and unoriginal. Both Japanese and US versions 
(Firepower 2000) give trouble with most 
converters. 


Slices, top spins, lobs, volleys and 
smashes are all here, perfectly 
implemented. You can choose from 
20 players, evenly divided between 
the sexes, enter a world circuit (with 
massive passcodes) and even play 
doubles with or against a friend! 
ProScore 91% (Issue 1) 


SUPER TETRIS & BOMBLISS (BPS) 
Tetris is one of the most addictive games 
around and this version includes a fun variant — 
Bombliss, which adds bombs to increase the 
puzzle factor — and a very competitive two- 
player game. lit makes very little use of the 
SNES's graphics, but sound is good, and 
gameplay great fun. 
ProScore 85% 


SUPER VALIS IV (ATLUS) 

The Valis babe has had hits on other consoles 
but this time her platforming swordplay is sadly 
mediocre. Gameplay is extra boring. Avoid. 
PnoSconi 35% (issus 7) 


SUPER WAGAN ISLAND (NAMCOT) An 
English version would be great to attract 
inexperienced RPGers. 


(зок 4) 


А very weary coin-op conversion where you 
guide a snake-like dragon through enemy 
infested mazes. 


TEST DRIVE 11: THE DUEL (ACCOLADE) 
In truth not all that stunning to look at, but the 
realistic setting — four American highways with 
police, tunnels and on-coming traffic — great 
sound, a choice of three supercars and fast, 
effective graphics score a big hit. Overtaking at 
200mph on a two lane highway is nerve- 
wracking, which is as it should be! 


PnoScont 89% (Issue 4) 


ADDAMS FAMILY (OCEAN) 
A huge platformer in the cutesy Super Mario 
World mould with loads of levels to explore and 
master. There's a password system, although in 
truth the game's not that difficult. A worthy 
runner-up to Mario. 
ProScore 4% (Issue 1) 


A bizarre underwater shoot-'em-up. It looks like 


COLOUR KEY: 


RPG/STRATEGY 


RACERS SPORT 


an 8-bit game but SuperScope owners should 
enjoy the sub-game where you can use the 
lightgun to blast crudely animated ships, planes 
and helicopters. 


THE LOST VIKINGS (INTERPLAY) 
Across 36 levels you must control 
three vikings — jumpin’ Erik, archer 
Balerog and Olaf with his flying 
shield – to overcome a huge variety 
of puzzles. Funny, fun and 
completely addictive. 


ProScore 92% (Issue 7) 


THE MAGICAL QUEST (CAPCOM) 
Brilliant cartoony graphics, 
imaginative and massively varied. A 
bit easy with infinite continues but 
still extremely playable. 


ProScore 94 (Issue 1) 


Based on the movie this looks nice but plays 
dreadfully. 


THE TERMINATOR (MINDSCAPE) 

A big game which mixes platform shoot-'em-up 

action with Roadblaster-style driving. It's varied 

enough but CEU is lacking. 
69% 


ProScore (Issue б) 


Another shoot-em-up, Thunder Spirits doesn't 
really go much further than any of the others. 


TINY TOONS (KONAMI) 

A masterpiece with cutesy sprites 
and great gameplay which besides 
brilliantly varied platform levels 
packs in a fun American Football 
game! There's also a password 
System and a cut-down game for 
kids. 
ProScore 


95% (Issue 3) 


TKO SUPER CHAMPIONSHIP BOXING 
(SOFTEL) 

A very bad boxing game. Inept graphics and 
laudable controls ruin the whole thing from the 
outset. AKA: World Cupid Boxing. 
ProScore 


TOM & JERRY (HI-TECH) 
Another toon-styled platformer but this one has 


dull graphics and tedious gameplay. 
ProScore 58% (Issue 5) 


TONY MEOLA SOCCER 
(ELECTROBRAIN) 
US version of World Soccer. 


TOP GEAR (KEMCO) 
An easy to get into racer with a permanently 
split-screen which emphasises its main appeal 
as a two-player game. Good fun and some 
people love it, although we found its ‘feel’ a little 
unrealistic. Plenty of levels though and a 
password system. 

PnoScont 


69% (issue 1, 4) 


жы = 


ТОР GEAR 2 (КЕМСО) 
А slick development of the original game with 
better graphics and more depth. Unfortunately, 
the music is worse and there are some 
glitches. 
PnoSconr 


82% (Issue 12) 


BSOLUTE) 
A duff movie and a worse game. Three levels of 


repetitive isometric 3D blasting followed by a 
dull side-scrolling section. - 


TRODDLERS (SALES CURVE) 
Although neither as cute nor addictive as 
Lemmings, this game is still fun, scoring 
particularly well with good co-operative and 
competitive two-player modes 


PnoScont 71%  (SurrnPRo 9) 


"үүө o) 
Another SFi/ clone but at least this one's well 
done and very playable. AKA: Dead Dance. | 


As much a platformer as a blast-'em-up, this 
boasts 12 huge levels ranging from snowy 
wastelands to a stunning Alien-style finale. 
You've got masses of firepower, but while 
enemies are numerous there aren't as many 
mega-monsters as there could be. 


ULTIMATE FOOTBALL (SAMMY) 
This American footy sim doesn't quite pull it off 
in accuracy or gameplay. 
ProScore 33 


ULTRA BASEBALL 
Jap version of Baseball Simulator 1000. 


ULTRA BASEBALL II (CULTURE BRAIN) 
The sequel to Ultra Baseball/Baseball Simulator 
1000 which doesn't actually improve on the 
original enough 


ProScore 57% 


A truly awful beat-' ет D with B-movie graphics. 


UNCHARTED WATERS (KOEI) 
High seas adventure with plenty of opportunity 
for exploration, trade, piracy and poker. Dire 
graphics, frust-rating gameplay and awful 
controls spoil it 

28% 


ProScore {issue 7) 


VIRTUAL SOCCER 
IDSONSOFT) 

Overhead, angled and side-on 

perspectives are on offer here, 

along with surprisingly in-depth 

gameplay. Battery back-up saves 

customised teams. 


ProScore 93% (Issue 12) 


Graphically impressive with demi varied levels, 
а choice of aircraft, plenty of power-ups and 
atmospheric sound. Highly recommended for 
shoot-'em-up fans. 


Poker, Craps, Roulette, Blackjack and Slot 
Machines are well implemented with slick 
presentation allowing you take your winnings 
from one game to another on your quest to 
break each casino's bank. 


WAIALAE COUNTRY CLUB 

(T+E SOFT) 

Digitised graphics and authentic play don't really 
make up for the slow pace. 

ProScore 70' 


Mode 7 produces some stunning graphics, but 
the gameplay is strictly antique — a banal remix 
of Star Raiders. 


WAYNE'S WORLD (THQ) 
Plenty of humour and some good if ultimately 
irritating samples fail to save this mediocre 
platformer, 
ProScore 61% (Issue 7) 
WE'RE BACK (HI-TECH) 

An overly easy, but still quite playable 
platformer based on a Spielberg-produced 
cartoon about cutesy dinosaurs. 

Рво5совв 71% 


IEEL OF FORTUNE (С к) 
Wheel Of Fortune is nothing without Nicky 

Campbell! Also, it features a lot of American 
phrases and spellings. 


Virtually identical to the original, but with a 
better scenario, more ships on screen and an 
easier (too easy!) skill setting on offer. 


WOLFCHILD (VIRGIN) 
Nice soundtrack, pity about unimaginative 
graphics, weak gameplay and lastability. 
Рво5со! % (issus 9) 


A truly stunning, first-person perspective puts 
you in a stormtrooper-packed Nazi fortress. 
Action is fast and furious, albeit somewhat 
repetitive. 


WORDTRIS (SPECTRUM HOLOBYTE) 

As the name suggests it's Tetris, only now you 
have to form words with falling letters. 
PnoScont 39% 


WORLD CHAMPIONSHI 
(SOFTEL) 

Slick presentation can hide a lot of things, but 
poor gameplay isn't one of them. 

ProScore 20% 


(issus 3) 


WORLD CLASS RUGBY (IMAGINEER) 

An extremely comprehensive sim with good 
graphics and masses of options. However too 
many rucks, scrums etc make it frustrating. 
ProScore 70% (Issue 7) 


А good SFII challenger with an imaginative set 
of characters but not enough moves or 
challenge. 
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WORLD LEAGUE BASKETBALL 
(NINTENDO) 

A stunning demonstration of Mode 7. All of the 
characters are digitised and the extensive 
movements are super smooth.AKA: NCAA 
Basketball (US). 
ProScore 83% 

WORLD LEAGUE SOCCER 
(MINDSCAPE) 

An overhead-view footie game in the style of 
Kick Off but the ball's stuck to your feet and 
gameplay is dull. 
ProScore 56% (Issue 1) 
WORLD SOCCER (ELECTROBRAIN) 

Mode 7 graphics are stunning but playability 
isn't. AKA: Tony Meola Soccer. (Note: Elite's 
Striker is known as World Soccer in US!) 
ProScore 49% {Issue 12) 


Е (ACCLAIM) 
А big (16МЕЙ) improvement over the original: 
more characters, more moves and a tournament 
mode. A fun and funny game although combat 
is slow and fiddly. 


Digitised stills make for slick presentation, and 
inside the ring it’s all very bright and energetic 
but there's no special moves! 


XANDRA'S BIG ADVENTURE (NAMCO) 
An incredibly weird platformer with lots of levels 
and variety. There's a password system but a 
Jap text sub-game mid-way through makes 
SuPenRPno 6/7's codes vital. 

SCORE 82% (Issue 5) 


Similar to Super Probotector and the graphics 
very impressive. Although not quite as smooth 
or frantic, it's still worth a gander! 


ss 
SUPER SCOPE ONLY 
The best SuperScope game yet, with lots of 
action as you try and penetrate the defences of 
a mad computer. It's almost worth buying a 
SuperScope just to play. 


YOSHI'S COOKIE (BPS) 

A rather simplistic and easy puzzle game 
which will appeal mostly to young kids. Two- 
player game is good though. 


ProScore 69% {Issue 10) 


A very pretty and playable light gun blast-'em- 
up aimed at youngsters — with a difficulty level 
to match. 


Y'S ІШ (TONKIN) 

This RPG uses a friendly side-on view. Difficult 
to get hold of but well worth searching out. 
Рво5совв 83% 


ZAN Il (IMAGINEER) 
Strategy wargame with impressive credentials. 
Packed with Jap text though. 


А hilarious overhead shoot-'em-up cum maze 
game, with splendid graphics inspired by wacky 
1950s B-movies. Great fun, especially in two- 
player mode. 


ZELDA ІІ: A LINK TO THE 
PAST (NINTENDO) 

An RPG for everyone; easy to get 
into, plenty of action and lots of 
challenge. A classic gami 
Proscore 92% 


е. 
(Issue 1) 


PUZZLERS 


PLATFORMERS 
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EN EXT 


COMING SOON 


SUPER EMPIRE STRIKES BACK > TURTLES V 
YOUNG MERLIN > ACTRAISER 2 > FLASHBACK 
ART OF FIGHTING > CLIFFHANGER > DREAM TV 

TURN AND BURN > SUPER BATTLETANK 2 

DAFFY DUCK > EYE OF THE BEHOLDER 

INSPECTER GADGET > THE JOURNEY HOME 

DESERT FIGHTER > NHLPA "94 


Inside SONY: And this time we mean 
Super Dropzone & all the rest 
plus olt fhe Nps. cheats and goodies 
you'd expect from your faye SNES rout 


«> г SALE 
THURSDAY 
NOVEMBER НИЖЕ 


100% FORWARD THRUST! 


SUPER PRO 


RA ONTH 


UK RELEASE DATES 


ma c» М 
AERO THE adro: Sar tare 


LAMBORGHINI 
MEGA-LO-MANIA 


Titus 


Imagineer 


POOL Mindscape 
REN & STIMPY THQ 
SHADOWRUN Bandai 


SUPER PUTTY System 3 


TOP GEAR 2 Marubeni 


WORLD HEROES Marubeni 


к» E < E Ll 
ALFRED CHICKEN 
COOL SPOT 


CRASH DUMMIES 


DENNIS Ocean 
POPULOUS II Playtime 
SUZUKA 8 HOURS Namco 


TIMESLIP Vic Tokai 


T2: JUDGEMENT DAY 
WORDTRIS 


OFFICIAL RELEASES 


Although Nintendo's Mr Todori has managed to soothe most third-parties with 
pricing changes, according to many his appointment was too late to make big 
changes for Xmas releases. Which sort of explains the Mario Kart and Starwing 
TV ads we still keep seeing, with a surprising dearth of mega-games for 
December 25th celebrations. Cool Spot, Daffy Duck and Winter Olympics are all 
potentially big sellers, but the only sure-fire mega-hit is Capcom's Aladdin. The 
game everyone hoped to see, FX Trax, still seems deep in development — 
possibly awaiting Sega’s Virtua Racing for the Mega Drive just so Nintendo can 
see exactly what it has to beat. In the meantime, the wise SNES owner should 
be planning to hold some dosh over to January. Cartridge pricing changes, chip 
shortages and (allegedly) Nintendo awkwardness have delayed — deep breath! — 
Empire Strikes Back, Flashback, Sensible Soccer, Clay-Fighter, T2: The Arcade 
Game, John Madden ’94, NHLPA '94 and many more to January. Then again, 
they'll probably slip from that too! 

In the meantime it's a fairly mixed bag, Empire’s Thunderbirds has a lot of 
built-in appeal, obviously, but this Japanese developed game has got fairly poor 
word of mouth as an actual game. Similarly, despite some rave reviews in other 
mags, our preproduction copy of RoboCop vs Terminator seems distinctly weak. 
Cliffhanger and Last Action Hero also seem disappointing, as does Last Action 
Hero. Rather perversely, the dire looking but reasonably playing 72: Judgment 
Day could be the best of the licensed releases! — excepting Aladdin, of course. 
More solid performances come from the originally-inspired, with Plok and Aero 
Тһе Acro-Bat both provide plenty of platforming excitement. They may not have 
the instant name recognition of the big movies, but they certainly play a lot 
better! Also fun is the very fast, first-person perspective 3D blast-'em-up 
Wolfenstein which should be hitting the shops around Xmas time, along with the 
solid strategy game Populous ll. My personal pick though has to be Shadowrun, 
a fantastically atmospheric cyberpunk RPG which has provoked hundreds of 
calls over the import version. As soon as the official version arrives, expect a full 
solution in Mr Butt's hallowed pages! WP? 


Acclaim 


Spectrum Holobyte 


DECEMBER 1993 


SUPER NES DEALS MN КМО 
SUPER NES WITH STARWING 2 
& ONE NINTENDO JOYPAD - GENUINE UK 5 COLOUR 
VERSION. SAVE £17 . .112.99 = TV/MONITOR 
SUPER NES WITH MARIO ALL STARS WITH REMOTE 
& ONE NINTENDO JOYPAD - GENUINE UK CONTROL. 
VERSION. SAVE £17 .. ..112.99 Е 60 CHANNEL TUNING, 


SUPER NES AS ABOVE WITH STARWING OR MARIO ALL REAR SCART INPUT, 
i HEADPHONE SOCKET, TWO POSITION TILT, 
STARS COMPLETE WITH SONY 14" FST KVM1400 COLOUR Bitte HINT HONISCAEEN, Пери. 


TV/MONITOR AND SCART LEAD. SAVE £43 ON RRP FREE SCART LEAD 

SUPER NES WITH STREETFIGHTER TURBO (STATE AMIGA, ST, MEGADRIVE OR SNES). 

& ONE NINTENDO JOYPAD - GENUINE UK VERSION. SAVE £17...... SONY TV (GREY) 194.99 
SUPER NES WITH STREETFIGHTER TURBO AS ABOVE SONY TV (WHITE) 194.99 


COMPLETE WITH SONY 14" FST KVM1400 COLOUR 
TV/MONITOR AND SCART LEAD. save £43 ON RRP SONXIVIWIEH FASTEXT 24009 


Special Retere members can have all this. can YOU? 


READ "NRG" Regular Club Magazine 
CHOOSE from our Huge Selection 


BUY at Best Possible Prices 
SUPER NES GAMES NIGEL MANSELL р SUPER NES EXTRAS ; А қ 
* = NEW GAME ere JOYPADS - SAVE with our Special Deals 


PGA TOUR GOLF ety DRAGON SPEEDPAD (WITH AUTOFIRE).. .99 


PIERRE LE ЕСІ 2922499 | | FREEWHEEL STEERING WHEEL FOR SNES =& SAVE more with our XS Coupons 


ADDAMS FAMILY ....... --3749 PILOT WINGS ....... 4 ied 1.32: PLUGS INTO JOYPAD PORT. SUITS MOST 


ADDAMS FAMILY 2 - PUGSLE PINK PANTHEI = 1.99 ...44. DRIVING GAMES. 24.99 pn 
D LOGIC 3 LOGIPAD SN FOR SNES. > 
TIO CUT ces MEER ш Ё E THE WORLD'S FIRST FULLY MICROSWITCHED x WIN ор lo £60,000 worth of prizes FREE 
AGURI SUZUKI F1 RACING 1.37.49 PRINCE OF PERSIA 1.99 ..41. JOYPAD. WITH AUTO FIRE. ... 13.99 


ALENS SA SE PUSH OVER B NINTENDO CONTROL PAD 1599 n 
AMAZING TENNIS (DAVID CRANE) .99 АЕМ AND STIMPY = ЕСІ NINTENDO BCOPE вант GUN ESTERI Шы JOIN now from just £4.00 
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A 7 padai init зн beradi NINTENDO SCOREMASTER JOYSTIC WITH We only supply members but you can order as you join 
8.0.8 Ў 99 SIMCITY 99 32! SLOW MOTION AND TWO SPEED AUTOFIRE 35.99 There: ligation to bi а b 
ROREM. e C аит 39 7699 | | PHASE 9 OBLITERATOR WITH AUTOFIRE еге5 no obligation to buy and you can be any age. 
BATTLETOADS IN BATTLEMANIACS * 39. j- STARWING .49.99 ...40. (TWO SPEED) AND SLOW MOTION. .... Т Just send in the form below or phone Sales оп 0279 600204. 
BUBSY BOBCAT ..... E T ,48 STREETFIGHTER 2 `64.99 ...55. 86160 SUPERCON JOYPAD A ber of Special Ri " i " 
BE А ЕМЕН ЕНТ Duce А (WITH SLOW MOTION AND AUTOFIRE) 5 a member of Special Reserve you'll receive regular issues o 
CAPTAIN AMERICA = [99 STRIKER .. Е "4499 40. QUICKJOY SN PROGRAM PAD. NRG magazine. NRG is our 48 page colour club magazine sent bi- 
4 CHAMPIONSHIP POOL + Р t ы SUNSET RIDERS « 14999, 42, PROGRAMMABLE JOYPAD CAN HOLD UP TO monthly only to Special Reserve members. NRG contains: 
CHUCK ROCK 5 SUPER ALESTE i $ THREE PRESET MOVES IN MEMORY. IDEAL FOR 
CLIFFHANGER s 5 SUPER BOMBERMAN + GAMES WHERE SPECIAL MOVES USING MORE 1. The best selection of games, peripherals and hardware for all 
CYBENATOR ........- I .49 SUPER CASTLEVANIA 4 99374 THAN ONE BUTTON ARE REQUIRED. 28.99 | popular formats. We are official Sega, Nintendo and Sony stockists. 
| DESERT STRIKE . T |99 SUPER GHOULS AND GHOSTS.. .99 ...32. QUICKJOY SN PROGRAMMABLE JOYSTICK 2. Reviews in colour and latest information on new products 
DRACULA ,99 SUPER GOAL ЕЛЕС? WITH AUTOFIRE AND SLOW MOTION. 5 Charts and Release Schedule, to help you choose and plan 
EQUINOX + SUPER KICK OFF QUICKJOY SN PROPAD А i 
1 ы те Кү Т 1.99 ..35. (WITH SLOW MOTION AND The best prices, Just one purchase will save you your joining fee 


3 
4. 

SUPER MARIO WORLD m TWO SPEED AUTOFIRE).. 5. Hundreds of Special Offers. Top games at prices you won't believe 

SUPER PROBOTECTOR SAITEK MEGAMASTER I JOYSTICK WITH 6. XS Super Savers. Money-off coupons worth over £180 a year 

7. 

£ 


FLASHBACK »....... T ‚99 SUPER PUTTY 4499 2 AUTOFIRE AND SLOW MOTION FREE-to-enter BIG TARGET COMPETITIONS. With currently 


. қ К е 2 Т (MICROSWITCHED). .. 
лда 3 v PER SAN: CES mI —7 SAITEK MEGAPAD Il WITH AUTORE 10,000 worth of prizes to be won in every issue of NRG. 


HOOK * ... .99 .. SUPER SOCCER ,99 ...32. Piven КОЛЫ ТЕПП 2x That's why over 180,000 people have joined Special 
INCREDIBLE CRASH DUMMIES + ї .99 SUPER STAR WAR! 99 41. (Ч 5 
JIMMY CONNORS' PRO TENNIS TOUR 49. .99 SUPER STRIKE EAGLE y SENSITIVE JOYPAD WITH AUTOFIRE) .........18. Reserve, the biggest games club in the World! 


JOHN MADDEN 93 .. s .49 SUPER TENNIS 32: LEADS 

JURASSIC PARK .. 5 5 SUPER WWF WRESTLEMANIA .. l.s 34.1 SCART LEAD - SUPER NES ТО 

KEVIN KEEGAN PLAYER MANAGER* 49.99 ..4399 TERMINATOR 2- TELEVISION WITH SCART INPUT . T 
KING ARTHUR'S WORLD . C THE ARCADE GAME + E MONITOR LEAD - SUPER NES TO 


KRUSTY'S FUN HOUSE ... .99 ...: TINY TOON ADVENTURES - PHILIPS CM8833 MK2 OR OPEN 10am til 8pm Seven Days a Week! 


LAGOON * 2 У |99 BUSTER BUSTS LOOSE 49.99 ...40. СВМ 10845 MONITOR... NET Order/Confirmation/Receipt sent for every order. 
LAMBORGHINI T 49 ULTRAMAN .. ы ..39.99 ...28. NINTENDO STEREO AUDIO/VISUAL LEAD r order t n: 0279 726842 
| LAST ACTION HERO + VEGAS STAKES ЕСІ FOR SUPER NES (INCLUDES SCART/EURO Youcan'also Fax your order tous. on: 02797268 


LEMMINGS ..... ї 49 WARPSPEED 4 MY ї CONNECTOR AND RED/YELLOW/WHITE PHONO We pride ourselves on our after-sales service. (18 customer service lines) 
LOST VIKINGS `. [49 WING COMMANDER STEREO & VIDEO LEAD)... HO сөз Inevitably some games listed may not yet be avallable. Please phone sales on 
MAJOR TITLE GOLF * ў (99 SECRET MISSIONS + PT STORAGE 0279 600204 to check availabilty before ordering. In the event of delay we issue 
MARIO ALL STARS WORLD LEAGUE BASKETBALL refunds on request at any time prior to despatch. We reserve the right to change 
MARIO IS MISSING = . У :99 WWF ROYAL RUMBLE E ,99 534 ERSTE eta eile AD prices without prior notification. E .& O.E. 

(MARIO PAINT WITH MOUSE сово 39. YOSHI'S SAFARI (SCOPE 6 GAME)" -39.99 «98 DUST (COLOURS MAY VARY) a Registered Office: Inter-Mediates Ltd, 2 South Block, The Mallings, 
MEGALOMANIA, 2: 35 24389 ZOMBIES» : ree LOGIC S MULTI CASE CARRY BAG (EXTR Club Shops at Senonagewort (address above) and 
MICKEY'S MAGICAL QUEST ү ы oct ME o 0 ‘at 43 Broomfield Road, Chelmsford, Essex. 


| MORTAL KOMBAT: All prices include VAT and carriage to UK mainland. See base of order form for 
| MYSTIC QUEST CY GAME GENIE (GAMES ENHANCER, ALLOWS overseas surcharges. We supply hardware only to UK mainland addresses. 
ano i CHEAT CODES TO BE ENTERED FOR INFINITE 
NFL QUARTERBACK CLUB « Nee КОРСОН MEMBERSHIP FEES 6MONTHS ONE YEAR ТМО YEARS 
NHLPA ‘93 ICE HOCKEY T INCLUDED). 2 ES TRIAL ANNUAL WITH FREE 
Bee MEMBERSHIP | MEMBERSHIP HARD BINDER 
UK MEMBERS 4.00 7.00 14.00 
| ^ С GAMEBOY DEALS MANGA VIDEOS OVERSEAS EC MEMBERS 6.00 9.00 1800 
Е OVERSEAS WORLD MEMBERS 700 I 1 
GAMEBOY WITH NO EXTRAS. PLEASE NOTE THAT DUE TO THE NATURE Ша 
OF SOME OF THE VIDEOS WE ONLY | WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
GENUINE UK VERSION. ACCEPTED POSTED/FAXED ORDERS FOR THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
FREE KONIX GB HOLSTER. VIDEOS WITH AN 18 CERTIFICATE. PLEASE | | (PLEASE PRINT IN BLOCK CAPITALS) NORM 
b STATE 1 AM OVER 18' ON YOUR ORDER. 
eses. s 39.99 * = NEW VIDEO [Name 
| 3X3 EYES (RATED 18) .s9 | Bit Address 
4 GAMEBOY WITH STEREO HEADPHONES, 3X3 EYES PART 2 (RATED 15) Д 
AKIRA (RATED 15) .... 
BATTERIES, TWO PLAYER LEAD AND TETRIS. AKIRA DOUBLE PACK (RATED 15) "i 
CRYING FREEMAN PART 1 (RATED 18) Б Х 
GENUINE UK VERSION. CRYING FREEMAN PART 2 (RATED 18) * .... Postcode 
FREE KONIX GB HOLSTER. DOMINION TANK POLICE 1 AND 2 (RATED 15) x 
h DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12. 
DOOMED MEGALOPOLIS (RATED 15). „ы Mashing 
қ PRT OF THE NORTH STAR (RATED 18) М nter membership number (if applicable) or 
FIST OF THE NORTH STAR (RATED 18) .. 
GAMEBOY GAMES Fia FRAGE (With FOUR ^. HEROIC LEGEND OF ARISLAN 1 (RATED. EW MEMBERSHIP FEE (ANNUAL UK 7. 
+= NEW GAME PLAYER ADAPTOR] ; HEROIC LEGEND OF ARISLAN 2 (RATED PG) 
ADDAMS FAMILY 2 - PUGSLEY'S GARFIELD « JUDGE (RATED 15)» 
екн а GARGOYLES GUEST... ‘SPEEDY GONZALES LENSMAN (RATED. 
ALFRED CHICKEN ШІ жые eS 3 ODIN (RATED PG) 
ALLEYWAY S ee proide PROJECT A-KO (RATI 
ALLEY SACK NICRLAUS GOLF 7772948 SUPER JAMES POND: ко ( 
AER d JURASSIC PARK 49 SUPER MARIO LAND y R.G. VEDA (RATED PG) 
BALLOON KID . 11:204 5 CDS — 1 БҮНЫ ҚАРТА» 2 TETSUO - THE IRON МАМ 
SART ve UGGERNAUTS 99 KIRBY'S DREAM LAND ` TEENAGE MUTANT HERO TURTLES Ма 2 BODY HAMMER 
AMA EU ыды KRUSTYS FUN HOUSE. ` J RADICAL RESCUE ү аа BOR ANNER 
THE ANIMATED SERIES» .....2199 KRST ACTION HERO" 7859 Парса a| fo - ) T 
LAWNMOWER MAN + „23. TERMINATOR 2 T TETSUO DOUBLE PACK 
BATTLESHIP « FEL I ME (Ші TERMNATORAL е” (LIVE ACTION - RATED 18) + -99 | ШАШ. PRICES INCLUDE UK POSTAGE & var |£ 
it AL МЕА! bg Ч THE ULTIMATE TEACHER (RATED 15) • Х 
LOONEY TUNES 49 THE SIMPSONS - 
PIS E е MARBLE MADNES: ITCHY AND SCRATCHY « .. eae ee Эй | Cheque/P.O /Access/Mastercard/Switch/Visa (Switch Issue Мо ) 
ВІ АМО TEDS тиде MARIO АМО YOSHI 7777772049 TINY TOON ADVENTURES .....21.49 | | (RATED 18) 21299 
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Will they | hope so, 
save us, Rn? P SHY breath 


is keeeling me! 


Holy Lederhosen! America's hottest cartoon cult Ren Hoék 

& Stimpy are trapped in their own TV show . . . and it's up to 
you to bust 'em out before they fall victim to unsightly yellow 
build-up - or worse! 


All you gotta do is help the heroes survive four of their classic 
adventures - The Boy who cried Rat, In the Army, Stimpy's 


MR A ENIM Invention and Marooned with an enchanted, yet deesgusting 
journey through Stimpy's digestive system! 

So play Ren & Stimpy and travel through the 16 lip-smacking 

m | levels of twisted gameplay into the real world of fresh air 

‘3 1 and pizza delivery. And don't forget your breath mints! 
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Our дол! is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you соте across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


